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GVPAimomices a Ttcbnological Breakthrough.., 

SERIES B 

THE NEXT GENEmm 

in SCSImd RAM Controllers for the A2000 

GVP^ Hew SERIES tt A2000 SOSf and RAM Expansion 
Controllers provide the animate bard disk and RAM expansion 
solution for fAe A20tW. Choose from two new models: 



Kard-Diski-RAIVI-Card 



The Series II A20a0 
SCSI "Hard-Disk + RAM-Card" 

State-of-tht-Art integration packs a high 
performance SCSI cnntiollfir, 8MB FAST 
RAM Expansion and a 3,5" hard disk drive 
INTO A SINGLE AlOOO EXPANSION 
SLOT! ! Saves BOTH a valuable 
expansion slot and a peripheral bay! 
Incredible SCSI harf dislt perfoimatice 
achieved through GVP's innowtivc new 
custom chip design, which provides DMA 
performance and unique direct dual port 
metnmy access to FAST RAM, eliminating 
typical DMA side effects under heavy 
graphics load. 

Easy-to-instsU SIMM memory modules 
allow flexible memory configuratbtis from 
ZERO through SMB. Supports 6MB FAST 
RAM configuration for EridgeBoatd nsers. 
NEW FAAASTttOW'' SCSI Driver Cftfers 
optimam perfomianc« and includes such 
featuics as: 

(/ Supports virtually any SCSI device 
including, CD-ROMs, Tape Drives, 
IOMEGA Bernoulli drives, etc. 
v' Fully implements SCSI Disconnect/ 
Reconnect protocol, allowing 
overlappirig SCSI commands to be 
executed. 

Hard-Disk-Caid 
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/ Fully implements Commodore's Rigid 
Disk Block (RDE| standard as wdl as 
the new DIRECT SCSI interface 
standard. 

/ Removable media drive support. 

Automatically senses cartridge changes 
and informs AmigaDOS, ensuring safe 
and reliable use oTremovable media 
SCSI driyes. 

/ Allows Direct AUTOBOOT from Fast 
File System Partition, 

• New INTUITION COMPATIBLE SCSI 
installation and "tuning" utility 
included. Major features include: 
v' ICON and gsdget based INTUITION 

interface. 
^ Bad Block Remapping of liard drives, 
v' Auto or manual liard drive partitioning 

and AmigaDOS formatting. 
»-' Read and modify existing RI3B 

parameters on hard disk. 
y^ Simplest and Easiest SCSI installation 

in the indiMry 

• Low parts cwitit (thitiugh VLSI Integration} 
EQUALS: lower power, higher reliability, 
longer life and ultimate PRICE/ 
PERFORMANCE! Sec TRADE-UP offer. 

The Series (I A2000 
SCSI "Kard-Disk-Card" 

• Same as above but without the 8MB FAST 
HAM capability. 

• Specially designed for those users who 
don't need memory expansion but still 
need maximmn hard disk performance at a 
budget price. 

• UNBEATABLE VALUE. See $ 199 liidetup 
offer! 



GVP'S New FaaastROM SCSI driver and 
Installation stJftirare is also available as an 
upgrade kit for GVT's original KvIPACT SCSI 
controllers, for ONLY $89.95. Offens major 
performance increase over previous GVP 
AUTOBOOT EPRO-Ms: 

New Series II 4SMB RemDvalile media tiaid 

'■ disk drive. G\T now also offers the KEXT 
GENERATION removable media liard disk 
drive which offers increased capacity i48MB 
formatted) and major technological advances 
m cartridge air flow filtering design and 
robustness. Call for details. 
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Will we ever see a PAL 
version of this amazing 
Amiga add-on? 8 




FRONT COVER 

Ray traced in Sculpt 4D (850 x 1 1 50 pixels 
in 24-Bit mode), colour separated using 
The Art Department and ReSep. Model 
designed by Peter Ward. Scene 
arrangement by Adam Rigby. DTP by 
Andrew Farrell. 
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Animation 
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just what goes into 
making a full 
ray-traced animation 
using the Amiga 
(Peter designed the 
Amiga 3000 on our 
front cover) 29 
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Starting this issue. Professional 
Amiga User is officially bi -monthly. 
Our first publication was a huge 
success, with letters arriving from 
all over AustraUa containing posi- 
tive suggestions, congratulations 
and encouragement. 

To all those who also responded 
to our reader survey, a special 
thanks. Your comments were all 
compiled and taken into considera- 
tion in preparing onr second issue. 

There is now no doubt there is a 
professional group of Amiga users 
in Australia who are looking for se- 
rious support. 

People who produce video out- 
put, printed page, manage a busi- 
ness or produce creative works us- 
ing the Amiga all responded enthu- 
siastically to the magazine. No 
doubt all will be impressed with the 
improved layout of thi.s is.sue, along 
with the quality of both black and 
white and colour image reproduc- 
tion. 

Our second issue proceeded at a 
far more civilised rate and we en- 
countered less problems with ly- 
noironic machines and desktop pub- 
lishing programs. We still eagerly 
await the day Professional Page 2.0 
arrives - along with some more 
fonts. 

There are a few blind corners 
Amiga has yet to turn in the world 
of publishing. However, we are well 
on the way to producing a world 
class magazine when it comes to 
Amiga publications. Wouldn't it be 
nice to have an Australian magazine 
exported to the United States for a 
change! 

Locally, the computer commu- 
nity as a whole is taking Amiga 
more seriously. The SMPTE show 



at Sydney's Show Ground, 
at which Commodore won 
the best stand award and 
launched the Amiga 3000, 
proved a great inspiration 
for many local developers 
and users. 

Unfortunately there has 
been little follow up of the 
interest created within the 
video industry. In the Unit- 
ed States, Newtek's Video 
Toaster has created an ah so- 
lute storm around the 
Amiga as a video produc- 
tion tool. Local develop- 
ment of similar such radical 
products is also happening. 

Gary Rayner, a talented 
young guy from Byron Bay, 
has developed a 24 Bit dis- 
play system which enables 
16.2 million colours to be 
output on a standard 1084S 
monitor. Applications for this 
photo -quality system are numerous. 

As a Paintbox, it would make 
the Amiga over 75% less expensive 
than an equivalent MS-DOS based 
system. At the moment, images 
need to be converted to the device's 
peculiar format using a small utility 
- however this inconvenience is cer- 
tainly worth the results. 

Gary is working on a full-blown 
paint program for the Colour Burst 
system. Memory and Storage Tech- 
nology, an Australian Amiga devel- 
oper and manufacturer, are currently 
reducing the design to a VLSI ready 
for mass -production. This product- 
could become a popular consumer 
item, especially for owners of Di- 
giview - of which there are thou- 
sands. 

For desktop publishing, the 24 




Bit display rivals the Apple Mac II 
which is over twice the price. There 
are also applications in video titling, 
animation, graphic design and pho- 
tography. 

Gary, who could rightly be de- 
scribed as a very gifted young per- 
son, hopes the end product will sell 
for under $500. 

Andrew Farrell 



Professional Amiga User Maga- 
zine would like to thank Com- 
modore Business Machines, 
Sharp, ASDG and Canon for their 
support Also, thanks to Chris 
Jackson at Lyno's Desktop Pub- 
lishing for Postscript output, ad- 
vice and long suffering! 
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Professional Draw 2.0 

Premier illaslialioii package with 
new feaLLires, including: 

• Up 10 5 times FASTER than v 1 .0 
■ AutoLrace: Convert JI'F Bitmap 

images to structured graphics 

• Tej(t Alorg Curves 

• Blend colours and objects 

• 1000-Col OUT Dithering 

• High resolution, smooth output 

• AGFA Compugraphic Outline font 
technology buill-in 

$275,00 



Professional Page 1.3 

Professional DTP software with: 

• Precision typography control 

• Flexible page manipulation 

■ AGFA Compugraphic Outline font 
technology built-in 

• Full colour quality control 

• High resolution output— from any 
printcr-without the jaggies 

• Colour separation capabilities 

• Importing of IFF bitmap images 
and Professional Oraw chps 



PageSetter n 

Low cost desittop publishing package 
featuring: 

• Structured drawing tools 

• Suppon for AGFA Compugraphic 
fonts 

• Importing of IFF bitmap graphics 
or Professional Draw clips 

• High resolution output from any 
printer without the jaggies 

• Suppon for most Amiga word pro- 
cessors 

$179.95 



NEW PRODUCTS! 

LOW PRICES! 

FROM 

GOLD DISK 



Gold Disk Office 

Five fully integrated business pack- 
ages in one, including: 

• Office Page, desktop publi.5hng 

• Office Catc, high performance 
spreadsheet 

• Office Graph, presentation 

graphics 

• Office Write, ultra-fast word 
processor 

• Office File, an easy-to-use 
database 

S399,( 



Also available: 

■ OUTLINE FONTS: Professional 

fonts for all applications 
- PROFF-SSTONAL PAGE 

TEMPLATES 
•STRUCTURED CLIP ART 

• COMICSETTER: Comic strip 
designer 

• MOVTESETTER: Video 
compatible animation with 
stereo sound --"the animation 
program to have" {AMIGA 
WOKLD,April, 19R9 



Gold Disk Type 

A new ct>[ lection tif professional 
outline fools, providing you with: 

• Four tustom packs ol three fonts 
each: Publisher Pack, Designer 
Pack, Decorative Pack and Video 
Pack 

• over 140 new type styles from 
which tti choose 

• Designed ft>r PostScript, inlt-jct, 
and dot matrix printers 



Committed to Australia 

Gold Disk is pleased to announce the appointment of Dataflow Computer Services 
as our exclusive Australian distributor. That means you'll get the quality and service 
you expect at the prices you need. To upgrade from previous versions of 
Professional Page, PageSetter, or Professional Draw contact Dataflow 
Computer Services Pty. Ltd., 134 Barcom Avenue, Rushcutters Bay, 
NSW 2011, Tel. (02) 331 6153. 




This ad was prtjduced exclusively with Gold Disk software and the Atniga. 



GOLD DISK 



Click Here First 




CDTV 

Support 

Grows 



• Several major American 
and European software de- 
velopers aic preparing to 
jump on the CDTV band- 
wagon. CD-Rom produc- 
tion firm, Next Technol- 
ogy, are working on titles 
to accompany the UK 
launch, including a special 



welcome disk which 
comes with the system. 
Next Technology will also 
be working closely with 
other companies lo help 
produce discs quickly 



Michtron's 
AMIGA 
Fax Modem 



► Michtron is now ship- 
ping Fast FAX in the USA, 
an external Fax Modem for 
the Amiga which connects 
by means of the serial port 
and provides full send and 
receive facsimile opera- 
tion. Fax transmission can 
be scheduled for the early 
morning/ hours when STD 
rates are low. 

Transmitted documents 
can include IFF images 
and ASCII text mixed to- 
gether. There is no longer 
any need to print out in- 
coming or out-going faxes. 
Although received faxes 
are still only as good as 
the sending machine, faxes 
received by your clients 
from the Amiga will look 
better than usual ! 

This is because the 
transmission consists of 
ASCII text rather than one 
giant bit-mapped file. The 
font is reproduced by the 
receivers fax machine, 
making for a clearer, more 
readable transmission. For 
fax reception. Fast Fax 
has a small window which 
sits on your Workbench 
re.sponding to incoming 
transmission. A screen flash 
indicates something has just 
landed in your in tray. 



]n our office, fax trans- 
missions are one of the 
last remaining forms of 
communication where we 
rely on paper. After dis- 
covering the Michlron fax 
in U.S. magazines, we 
contacted several local 
distributors to encourage 
them to look into this 
product. 

Unfortunately, none 
had plans to import the 
unit as yet, however all 
were interested in the re- 
sponse to the unit. If you 
would like to register your 
interest, please contact 
Professional Amiga User 
magazine on (02) 879 
7455 or by Fax on (02) 
816 4714. Recommended 
retail price is US$549.95. 
You can contact .Michtron 
direct on (313) 377-8898. 
□ 



A-Max II 

Macintosh 

Emulator 



t Amiga 2000 owners will 
be able to access their 
hard drive partitions and 
use Apple-Talk networks 
thanks lo the new A-Max 
It Apple Macintosh emu- 
lator - the PLUS version 
of which which slots into 
the 2000. 

According to early re- 
ports, many more products 
will now run, however 
some copy protected pro- 
grams and many games 
will not. 

Progressive Peripher- 
als are now planning a 
full Apple-Talk network 
for Amigas. This will 
enable .Amigas to link into 
existing Apple-Talk nets 
or operate as a purely 
Amiga system at double 
the speed. Amiga always 
does it better! 

Q 



through its unique Pressed 
for Time CD-Rom produc- 
tion service. 

Mindscape are also re- 
ported to be working on 
CDTV projects - and not 
all will be games. Another 
company. Arcana, are de- 
veloping a product which 
they say will fully exploit 
the multi-media potential. 

We should see material 
from these companies 
starting to surface over the 
next three months. Many 
UK game companies are 
gearing up for full -steam 
development including 
CRL, Impressions, Virgin, 
Lucasfilm and Mirrorsoft. 

Ocean and Max is are 
supposed to be working 
on a new Sim City sequel 
called Sim Earth. Sounds 
exciting! 

So, it looks like CDTV 
technology will really ma- 
terialise. Locally, we have 
received no further com- 
munication regarding the 
CDTV launch," 

Ariadna Software, cur- 
rently producers of a high- 
end Amiga authoring 
package, are adapting their 
software to handle CDTV 
requirements. Local de- 
velopers wishing to pro- 
duce CDTV products 
should contact Gary Ma- 
son at Commodore Busi- 
ness Machines on (02) 
427 4888. 

□ 
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Professional Page 

Templates and Design Guides 



?■-. 



► Give your desktop pub- 
lished documents the pro- 
fessional look by using 
Gold Disk's Professional 
Page Templates and De- 
sign Guide. The Templates 
in this package and the 
accompanying Design 

Guide, were prepared by 
top New York designer 
Jon Steele. 

Your documents will 
demand greater attention 
and your message will be 



delivered more effectively 
and with style. 

The Template disk 
contains over ."iO classic 
designs providing attrac- 
tive solutions to ttie I'ol- 
Uiwing Eeeds - advertise- 
ments, newsletters, busi- 
ness cards, envelopes, fly- 
ers, brochures, reports, 
layout grids. 

All of the layout ele- 
ments are defined - type, 
.specifications, graphic 



boxes, wrap around text, 
rule lines, crop marks and 
more. Just flov/ in text and 
graphics and the job is 
done. 

The Design Guide of- 
fers valuable suggestions 
on how to improve your 
desktop designs. Kach 
template is illustrated, 
highlighting the most ap- 
propriate applications. 
Learn techniques for opti- 
mizing the impact of 
headlines and graphics. A 
glossary of contemporary 
design terms is included 
as well as printed exam- 



ples of available fonts. 

Take full advantage of 
your Professional Page 
software with the Profes- 
sional Page Templates 
and Design Guide. One 
big hassle with many of 
the templated is that they 
adhere to American stan- 
dard paper sizes, not A4! 
U 




Tabaret Bets a Million on Amiga 



•; In a deal with Com- 
modore Computers reput- 
ed to be worth over a mil- 
lion dollars, the Victorian 
Totalizator Agency Board 
(TAB) has purchased the 
latest in Amiga computer 
technology for its soon-to- 
be opened "TABARET". 

The TAB believes that 
TABARET will revolu- 
tionize gambling, not just 
in Victoria, but hopefully 
around the world. 

The concept involves 
the establishment of high 
class gaming and wager- 
ing centres offering food 
and beverage facilities. 
Traditional TAB wagering 
will be available via self- 
service terminals (SST's) 
where patrons place their 
own bets; however the 
majority of gaming equip- 
ment in the TABARET 
centres will be Player Ac- 
tivated terminals (PAT's), 
which will enable patrons 
to play a variety of video 
based sports games with 
random outcomes. 



Both SST's and PAT's 
are based on Commodore 
Amiga 2000 computers, 
fitted with a hard disk 
drive and colour monitor. 

Player interaction is not 
via a traditional keyboard, 
but touch sensitive screens. 
TAB research showed that 
a touch screen would be 
more popular with patrons 
than any keyboard. 

With SST's, patrons 
wdl also be able to enter 
their bets using a mark- 
sense card. 

TABARET will be a 
"cashless" betting envi- 
ronment where all transac- 
tions will be made by the 
use of electronically en- 
coded plastic cards pur- 
chased for a cash value 
decided by the patron. 
Any winnings will be au- 
tomatically credited to the 
card which may be re- 
deemed for cash at the end 
of a patron's game play 
session or retained for fur- 
ther use. 

Damien Brignell, Vic. 



TAB'S Computer Systems 
Assistant General Manag- 
er and Director, said that 
the Amiga 2000 computer 
was, and .still is in their 
opinion, the only "off the 
shelf" computer system 
capable of performing the 
difficult graphics and 
sound processing required 
in the terminals, 

■The Amiga 2000's 
multi-tasking, graphics ca- 
pability and sound capa- 
bility were important in 
our choice," he said. 
Multi-coloured graphics, 
intended to attract players 
are a major feature of 
TABARHT. 

Using the Amiga com- 
puter as the terminal also 
gives immense benefits in 
controlling the overall 
TABARET operation. 

Cash handling is con- 
fined to cashier terminals 
(.some of which are based 
on Amiga computers), so 
the many physical and au- 
dit measures that are com- 
mon in Casinos are redun- 



dant in the TABARET en- 
vironment, 

"...Victorian TAB [was 
chosen] to manage the 
TABARET operation, and 
all the temiinal software 
has been developed by the 
TAB itself." said Mr. 
Brignell. 

It is expected that the 
success of the first 
TABARET, to be opened in 
Melbourne before 31 July, 
1990, will create a demand 
for similar TABARET cen- 
tres in Melbourne and else- 
where in Victoria, 

"TABARET also ha.s a 
potentially hugh overseas 
market," said Mr Brignell. 
"Initial inquiries from over- 
seas have been very en- 
couraging," 

Once proven successful 
m Australia, TABARET 
technology using the 
Amiga computers could be 
sold to other countries. 

Q 
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Imaginel 

Imagine is the next 
generation in rendering 
and animation systems 
for the Amiga. With 
Imagine, a complete 
rewrite of Turho Silver, it 
will be possible to per- 
form functions on the 
Amiga that have until 
now been left to much 
larger platforms. 

With the use of 24 bit 
rendering techniques, 

Amiga owners can now 
compete in (he world of 
professional animations 
at EQUcti lower cost than 
has been available to 
date. 

Features include Full 
QUAD View Editor 
which allows each view 
to be expanded for full 
screen use as well as 
zoom in/out functions. 
Forms can manufacture 
an object from the cross 
sections of the different 
isometric view of any ob- 
ject by the use of 2D 
drawings. 

The Detail editor al- 
lows you to manipulate in 
great detail any and all of 
the faces, edges and 
points of each object cre- 
ated in Forms or Detail. 
The Detail editor also al- 
lows the use of Boolean 
Math functions to create 
even more unique and in- 
teresting objects. 



The Animation Editor 
allows you to have com- 
plete control over every 
aspect of the animation 
capabilities of the system. 
To date the majority of 
systems allow for only 
simple Geometric move- 
ments. Imagine goes 
many steps further in the 
inclusion of new tech- 
niques providing life like 
motion. 

Cycle creation and the 
use of a simple stick fig- 
ure with joints and seg- 
ments, the user can create 
human-like qualities us- 
ing true Key Cell func- 
tion. 

All one has to do is to 
move the segments where 
they should be in the nejct 
chain of the movements 
scheme and Imagine fills 
in all of the gaps or "In- 
be-tweens". This tech- 
nique is much like those 
used by animation studios 
which incorporate hun- 
dreds of artists to perform 
the see functions. 

imagine treats each 
object as an aclor, each 
set of animation cycles as 
a movement and puts all 
of these features together 
on the STAGE. The 
metaphor of using the 
Theaters as the basis for 
Imagine makes using the 
package much easier. 

The main problem 
with most systems that 
use 3D as their basis is 
the complexity of the user 
interface. In the past the 
user could spend hours of 
time just creating a sim- 
ple Walk Cycle, moving 
this actor around his 3D 
.space was even more dif- 
ficult. 

Imagine breaks the 



bounds of normal move- 
ments techniques by lei- 
ting actors move around 
the stage, interacting with 
props, other actors and 
the 3D world at large, 
fhe user does not have to 
worry about cell count or 
any other aspect of the 
animation. Simply tell the 
actor where to go and 
what cycles to use, Imag- 
ine does the rest. 

Object features in- 
clude tnorphic change, 
animation of all attributes 
of the object including 
colour, specularity, tex- 
ture etc. 

Full IFF wrapping ca- 
pabilities both in 12 and 
24 bit mode are also in- 
cluded as are texture 
mapping and complete 
control over colour spec- 
ularity, roughness refrac- 
tion and reflection 
size/scale. 

Editor features include 
easy access to any and all 
points, faces and edges 
and single IFF bit plan 
extrusion. 

Real time rotation, 
scale and movement of 
all objects and zoom in 
andout in any screen arc 
also available. Rendering 
methods are 12 and 24 
bit, colour or black and 
white wire frame with 
hidden line removal, 
primitive solid modeling, 
complete solid modeling 
and full trace modeling. 

Imagine will be dis- 
tributed in Australia by 
Computermate. Recom- 
mended retail price $449. 
Q 



Video 
Tools on 
Tap 

Neriki are just about 
to release a range of com- 
puter software for the 
Amiga which multi-tasks 
with other programs and 
is very much video relat- 
ed. 

The first package will 
be called "Video Tools on 
Tap" and is due for 
release by the end of 
September. It is estimated 
that it will sell to the end 
user for around $100.00 
AUS. 

Fordray is proud to 
announce a new Nerikj 
software package that 
will change the whole 
concept of desktop video. 

Due to be released in 
September, Neriki Video 
Tools on Tap will offer 
the user many features 
that in the past were not 
possible with computer 
software. 

Designed to multi-task 
with other software and 
any model Amiga, Video 
Tools on Tap offers a va- 
riety of much needed util- 
ities and effects. These 
can be called up by a spe- 
cial HOT KEY combina- 
tion. 

It runs in the back- 
ground (when multi- 
tasked) without affecting 
the display until you tell 
it to do so. No graphics 
memory is used when it is 
inactive. 

Video Tools on Tap al- 
so has an ARexx port so 
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that it can perform auto- 
mated tasks such as con- 
verting standard images 
to full overscan etc. Tt can 
also be used as part of an 
automated slide show. 
The user can also config- 
ure the Video To oh- on 
Tap display to suit their 
particular genlock or en- 
coder. 

Some of Video Tools 
on Tap features are 
SMPTE (NTSC) and 
EBU (PAL) colour bars 
on request, blue colour 
bars, black screen, grey 
scale on request, fade up 
- fade down (can be 
timed), vertical and hori- 
zontal flips, screen over- 
scan, vertical and hori- 
zontal adjustments from 
keyboard, edge detect, 
snpports IFF, interlace 
toggle, audio tone. 

The instruction manu- 
al supplied wiLh Video 
Tools on Tap is unique. It 
offers video set up proce- 
dures for the user who is 
not familiar with this side 
of the industry. It also of- 
fers explanations of the 



colour bars, how to read 
them and adjustments so 
that the final video prod- 
uct has a professional re- 
sult. 

This package has giv- 
en new dimensions to the 
Desktop Video appi ica- 
tion. It is now possible 
for ail users of computer 
in video to produce a pro- 
fessional product without 
the frustrations of the 
past. 

For further informa- 
tion, please contact John 
Cole, Fordray Pty. Ltd., 
RO. Box 1265. Orange 
NSW Australia. Tele- 
phone intern ational, 61- 
63-62-9901, Australia 
(063)62 9901. Fax, inter- 
national 61-63-8675, 
Australia (063) 62 8675. 

Title Page 

Tide Page is a new 
video tilling package. It 
will finally allow you to 
create screens full of ef- 
fects once only possible 
in your imagination. If 






the Took' you want is not 
in our package, simple 
create it. Modify text, ef- 
fects, patterns, brushes, 
even backgrounds. It 
that's not enough, add a 
touch of fantasy with 
rainbow letters. It what 
you use isn't what you 
need, come experience Ti- 
tle Page. 

Title Page handles any 
level of user selectable 
overscan. Even supports 
non-overscan overscan 
for hard drives with ex- 
cessive DMA contention. 
Creates copper display 
lists allowing thousands 
of extra colours per 
screen. Use any Amiga 
compatible font or 
colourfont. We supply 
you with 9 regular fonts 
in 3 sizes each PLUS four 
colourfonts in 2 sizes 
each. 

Apply an effect to 
brushes, text, or images. 
If the 40-1- effects includ- 
ed aren't enough, create 
your own with our 
GRAPHICAL effects edi- 



tor. Maintain hundreds of 
prefs & effects and call 
them back at the press of 
a key. Our effects include 
outlines, extrudes, shad- 
ows, embosses, glows, 
crosses, neons, stars, 
glints, punches, and 35 
more. 

Execute ARexx com- 
mands from the keyboard 
or scripts. Title Page un- 
derstands over 65 differ- 
ent commands. This al- 
lows you to add and mod- 
ify the normal features 
available from the menus. 
ARexx compatible slide 
show player included, 
with 45 different transi- 
tions. 

All this functions 
properly on any 512Kb 
Amiga. Don't worry 
though, we remembered 
everyone's needs are not 
the same, so we also in- 
clude charged up versions 
for users with 1 Mb of 
chip RAM. 

Title Page by Es- 
chalon Development is 
available from Computer- 
mate Products. 

□ 



WHAT IS MEGADISC? 

MEGADISC is a unique disk-puWicalion designed 10 lielp tieginners und veterans use 
tlieir Amigax more productively and enjoyably. Dating from the early days of the 
Amiga, Megadisc is put together by long-terro users who really know the machine 
and who can communicate that knowledge in a non-tcclinical but informative way. 
Everything on Megadisc nin.'i with a click of the mouse, and requires no special 
knowledge or equipment to run - except your Araiga. Anyone can use Megadisc 
profitably - students, hobby i.sts, teachers, Amiga veterans, and business people, 

FREE CATALOGUE-ON-DISK - 
PUBLIC DOMAIN COLLECTION 

Ask for our free Catalogue on disk. The Catalogue describes the contents of the 
various issues of Megadisc, gives information on how to make orders, and contains a 
full listing of our collection of public domain disks - over 1600 di.'iks full of software, 
graphics, animations, source code, and much more. We have the best collection in th 
southern hemisphere. All these disks are available for ordering at $5, or $4 il you 
subscribe to iVlegadisc - no postage costs. Once you have a catalogue-disk, you can 
send it in at any time for updating. 



WHAT IS MEGADOS? 

Megados is a complete manual on disk for the Amiga, Designed with the 
same easy to u.se interface as Megadisc, Mcgados will show you how to 
u.se (he CLI and the Worktiench, with tutorials, examples, and ftiU 
explanations. If you want to go more deeply into using the Amiga, 
Megadisc supplemenled with Megados is the way to do it. 

ORDERING 

MEGADISC can be obtained as single issues, or via subscriptions just like 
a paper magazine - every subscription includes some free Public Domain 
disks. Back issues contain a wealth of useful information, and you can 
check their contents on the free Disk-Catalogue. 

FOR MORE INFORMATION: caii (02) 9593^2 

FOR ORDERS ONLY: Call Toil-lree OOS 2274 1 s . 

ORDER BY FAX: m) 9.W3525 

ORDER BY MAIL: p. O. box 759, Cmws Nest 2065. 
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Newtek's Video 
Toaster Exposed 



After numerous long 

hours contributing to 

OTC profits, and a 

last minute facsimile 

packed with all the 

facts, Nathan 

Cochrane managed 

to compile this report 

on the much 

applauded Newtek 

Video Toaster. 



At A Glance 

# Dual 24 bit 16.8 million 
colour frame buffers 

# 2Meg of fast video 
memory for frame store 

# Character Generator 

# Color Processing 

# Real time DVE 
controller 

H Production switcher 

# Preview output 

# Linear i<eyer 

# Digital still store ' 

# Frame Grabber 

# Seven inputs 

# 2D paint and 3D 
modeling software 



>■ Newtek's Video Toaster packs a 
mighty wallop in ihe field of profes- 
sional video production. At a time 
when the Amiga's predominance in 
the graphics and aninialion sectors 
is under rigorous attack from PCs 
and Macs, the Video Toaster is set 
to propel it again to promi nance, 
shattering the opposition with its 
combination of exceptionally low 
price, high broadcast standards and 
incredible flexibility. 

Due for release in the United 
States about now, it has a stunning 
array of features that look like mak- 
ing a lot of the professional and in- 
dustrial video equipment around to- 
day obsolete. 11 truly brings broad- 
cast (and near broadcast) quahty 
closer to the consumer - home 
rt^ovies will never be quite the 
same! However it also promises to 
be well received by small video 
houses, production companies and 
ad agencies in this country. 

Hardware 

The dual frame buffers are the 
hearl of the system providing the 
gateway by which the information 
and graphics are passed to the moni- 
tor and/or recording VTR. 

Tlie character generator permits 
broadcast output via the Irame- 
buffers in 16.8 million colours. The 
NTSC version generates 35ns text 
with variable drop and cast shad- 
ows, outlines and transparent shad- 
ows. The Toaster can store up to 
100 pages of text online with graph- 
ic separators and full spectrum 
background colour gradations. It 
comes complete with 25 ft>nts and 
further fonts are user definable. Fea- 



tures variable smooth crawl and 
scroll at up to 60 fps. 

Colour processing can be done 
to create colour negs, monochrome, 
solarisatioti, posted sation, colour 
vignettes and photographic filter ef- 
fects. 

A DVK (digital video effects) 
engine allows real time 60 fps (arbi- 
trary) geometric manipulation of 
live video with effects such as 
spins, flips tumbles, blinds, 
squeezes, zooms, splits, trajectories, 
push on/off, digital trails, mosaics, 
montages plus hundreds more. The 
14.31818 MHz sampling rate en- 
-sures that these will all be smooth 
transitions with the minimum of 
blockiness. 

The production switcher allows 
fades, wipes, dissolves, key and 
colour effects between any of the 
seven inputs. This includes four 
synchronous live video sources 
(such as cameras or VTRs), two 
frame buffers and one matte genera- 
tor (background colour). 

Camera shots or frame buffers 
can be viewed prior to transitions 
with the preview output facility, be- 
ing in addition to the main video 
output, 

A built in linear keyer allows the 
overlay of live video sources or 
combining live video with a frame 
buffer. This boasts a stunning 70 ns 
resolution @ 16 steps or a rea- 
sonable 280 ns resolution @ 256 
steps. 

Up to 1000 video still frames 
can be stored to disk with the digital 
still store. One buffer can be load- 
ing while the other is displaying (<3 
sees load time per 24 bit image is 
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boasted by Newtek). The Toaster it- 
self can store 1, 2, 4 or 8 fields (ex- 
pandable) in memory which can 
then be routed to the switcher or 
any of the other effects engines for 
viewing. 

The frame grabber can capture at 
present up to eight consecutive 
NTSC fields (four frames) to the 
Toaster's memory at l/60th of a sec- 
ond each. Frames may be stored to 
disk with or without motion and lat- 
er recalled with the still store. 

The Toaster can handle seven in- 
puts; four synchronous live video 
sources, input from the two frame 
buffers and a matte (back- 
ground) generator. After the 
first video input, however, 
time based correctors (TBCs) 
arc required on each of the 
other three inputs for syncing 
the four to the Toasters timing. 

The built in sync generator 
permits sync, blanking and 
burst internally regenerated. 
The reference video is a com- 
posite colour or black burst on 
video input #1. 

Probably the single most 
impressive feature of the 
Toaster is its highly integrated 
design that allows for almost 
endless creative possibilities. 
For instance a page can be rendered 
with the ciiaracter generator, keyed 
in over live video then spun off the 
screen as it is fading to one of the 
frame buffers with a vapour trail all 
in 16.8 million colours! 

Another beautiful feature of the 
toaster is its user interface. All the 
features are clearly and neatly ar- 
ranged in logical order in such a 
way that all the main functions are 
easily accessible. For those familiar 
with production units such as the 
MX- 12, Merlin or similar, you will 
fmd the customary T-bar in evi- 
dence, a nice touch. A small but ad- 
equate status display keeps you in- 
formed of what is happening and 
what effect is being conducted. As 



we could expect, the NTSC version 
conforms to all NTSC RS-170A re- 
quirements. 

Software 

Even before the Toaster is 
released there are two software 
packages waiting in the wings to 
support it - both naturally by 
Newtek. The first is bundled with 
the Toaster and is from Allen Hast- 
ings of VideoScape fame. Called 
Lightwave 3D it has possibly the 
single most impressive host of fea- 
tures to be found on any 3D pack- 
age on the market today. 




Using a similar 3D ' through -the- 
cockpit' view as Caligari it allows 
real time movement of objects in 
the 'world'. Animation from script 
files can also be viewed in real time 
as well as any of the other functions 
such as zoom, pan, tilt, object trans- 
formation. 

Lightwave uses a similar method 
to Caligari to build objects known 
as construction by primitives. Ob- 
jects are created with the aid of al- 
ready mapped basic primitive 
shapes. These are then combined to 
form virtually any shape. One draw- 
back to this technique however, is 
that many complex objects cannot 
be created at all or not to exact spe- 
cifications. It also means that often 



there can be literally thousands of 
points and polygons that are never 
seen but exist purely because a part 
of them is needed. Complex archi- 
tectural 'walk-throughs' are also 
virtually impossible. 

To alleviate this problem, the fa- 
miliar point creation method of con- 
struction, common to most 3D pack- 
ages such as Sculpt, Silver and 
VideoScape has also been em- 
ployed. Numeric input a la 
VideoScape of objects is a! so pro- 
vided for high precision modeling 
requirements. 

Another highly desirable feature 
are the flexible lathe and ex- 
trude tools that allow you to 
create objects such as vases, 
fonts, and even entire cities 
from architectural plans. 

A library of fonts and 
objects is also included to 
gel you started, which is 
just as well as the Inter- 
change module could be a 
while in coming. 

Animation is also sup- 
ported without an optional 
module permitting key 
frames and tweening, as 
well as linear or spline 
based motion paths. 

Heirarchical attachment 
of lights, camera and objects, 
fieirarchies are useful, for example 
in explaining how an arm moves. 
The shoulder has heirarchy over the 
elbow, similarly the elbow over the 
wrist, wrist over the thumb and so 
on. When the shoulder moves, so 
does the rest of the arm, even when 
the elbow does, hence moving the 
wrist and finger and so on. Natural 
loolsiiig mf)vements can be easily 
created without having to worry 
about where everything is at every 
step of the way. 

Naturally Lightwave renders to 
the 24 bit frame buffer.s, either us- 
ing phong shading or with full ray 
tracing capability. Surface attributes 
include, variable colour and lumi- 
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nosity; diffuse and specular reflec- 
tion with variable glossiness and 
smooth shading. 

A host of texture mapping at- 
tributes include: surface colour 
mapping, environment mapping, 
transparency mapping, bump map- 
ping. Texture map sources can in- 
clude: planar, cylindrical and spher- 
ical image projections; any resolu- 
tion images; checkerboard & grid 
textures; fractal nohse, marble, wood 
and ripple textures. 

Lighting is obtained by a mi?:- 
ture of inultiplc coloured light 
sources that are cither directional, 
point sources v/ith variable intensity 
fall off and spotlight sources. 

Batch image proccssiing is sup- 
ported in a 'set and go' environ- 
meni, especially useful for single 
frame recording to VTRs such as 
Sony's 5830 through a Lyon -Lamb 
arrangement or similar. 

ToaxterPaint is the 2D paint 
package for touching up 3D images, 
carrying on post production work on 
grabbed images and general creative 
work. Anyone who has used Digi- 
Paint should have no problems at 
all in utilising this powerful pro- 
gram, as the interface and general 
'feel' looks to be almost identical. 

Features 

# Anti aliased texture mapping, 
warping and rotation, 

# Drawing tools - ellipse, rectangle, 
area fill, polygon and more. 

# Variable transparency, smooth 
shading and blending. 

# Eleven drawing modes inc. rub 
thru, blur, range, lighten, darken. 

# Text rendering with optional 
anti-aliasitig. 

# Cut & paste with any 
tool or shape. 

% Magnify. 

# Key text from character generator 
over graphics. 



Cost 

So how much is ail this going to 
cost? The Toaster retails in the US 
for $US 1595.00. Quite a remarkable 
achievement and nothing short of an 
extraordinary price. On most major 
platforms that do this sort of work 
you couldn't even put a downpay- 
ment on the software alone for this 
price! 

Future Development 

There are plans for third party 
development for the Toaster. One 
option being looked into at the mo- 
ment is a Syndesis Interchange 
module for conversion from Light- 
wave to other 3D packages such as 
Sculpt, Pagerender 3D and Silver 
for instance. 

At present none of the other 3D 
modeling programs will work with 
the Toaster's frame buffers directly, 
but according to Newtek, you will 
be able to render the images to disk 
(if the software pennJts this) then 
display the 24 bit file later on the 
Toaster. 

As all of the DVEs are software 
controlled, there are plans to release 
"at some time in tiie future" data 
disks with enhanced DVEs as well 
as other options. One of these op- 
tions is a "construction kit" for 
DVEs that are user definable. No 
release date on these is available as 
yet, though they are certainly possi- 
bilities being looked into at the mo- 
ment. 

Also proposed are expansion 
memory cards and accessories for 
the Toaster to expand its already in- 
credible capabilities even further. 

According to Robert Blackweil, 
Newtek's Product Manager, "The 
Toaster represents the beginning of 
a new generation of video products 
for the company. The Toaster being 
just the first in a long line." 

Conclusion 

It is no small boast to say that 
this lilde card with its huge capabil- 



ities could forsecably replace or 
make redundant the better part of 
$100,000 of conventional video and 
PC based equipment! It is quite pos- 
sible that within the next year a high 
end, broadcast quality, graphics 
workstation could be set up for less 
than l/IOth of the price it costs to- 
day. 

However there is a catch, don't 
expect to run out to your comer 
computer shop and buy one for 
some time. Newtek are not surpris- 
ingly having problems supplying 
existing demand for the NTSC 
units. According to Robert Black- 
well, it could be between 12 month.s 
and 3 years before a PAL version is 
ever released, depending on com- 
parative demand. 

Also the Toaster is designed to 
work with broadcast and near 
broadcast quality equipment, so 
while It has a VHS price tag, it is 
definitely aimed at the industrial to 
broadcast end of the spectrum. So to 
make the best use of it, it needs to 
be used with those VTRs, TBCs and 
support equipment (vectorscopes, 
SFRDs, transport controllers etc) - 
not exactly within the reach of the 
run-of-the-mill home hobbyist. But 
for small to medium production 
houses, tertiary institutions, corpo- 
rate in-house production facilities 
and TV stations, it will be an abso- 
lute boon, especially in these times 
of economic austerity in the media 
industry. 

The author wishes to thank: Lisa 
(Customer Service Ojficer), Robert 
Blackweil (Product Manager) both 
from Newtek - and David Jacobs 
(Director} at Creations Video : for 
their help in compiling this article. 
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If VideoScape 2.0 is 

giving you tiie 

text-editor run around 

wlien it comes to 

motion paths and 

camera movement, 

lie re's tiie intuitive 

interface you've been 

waiting for. Dennis 

Nicholson is sold on 

Promotion - 

here's why. 
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>■ Just when I ha.d given up my in- 
icrcsi with VideoScape 3D because 
of its very unfriendly motion file 
creation system, along comes a new 
software package to rekindle the 
flame. As the Promotion manual 
states. .."New power for VideoScape 
JD... using VideoScape 3D is faster 
and easier than ever before", and 
liow right it is! 

No longer do you have to get out 
the graph paper and pencil to com- 
pute motion and object paths, it's all 
done with Pivmoiion using a 
friendly screen graphic interface. 
The package looks hannless enough 



when purchased, ju.st a 120+ page 
softcover book and a single disk, 
but looks can be deceiving! (The 
manual's 'Quick Tour' of ihc pro- 
gram lasts 17 pages, and it's all in 
small print!) 

Be warned, Promotion is so 
large, just under 681k in size, that it 
will noi even load on the original 
512k Amiga 1000 computers. (This 
software package is currently the 
largest that is available for the 
Amiga, and the memory require- 
ments BI-iGIN at ].5meg, with a rec- 
ommended size of 2.5meg pre- 
ferred!) 
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Overview 

Simple commands are used to 
define motion paths for up to 25 ob- 
jects, plus the camera. On-screen 
representations of animation matcti 
the final output - making Promotion 
one of the first WYSIWYG anima- 
tion systems - a far t:ry from text 
files with X,Y and Z co-ordinates. 

Yon can assign Gravity to one, 
or many, objects. Add a little wind 
velocity and you can happily simu- 
late real-life wind conditions. Mag- 
netism lets you assign magnetic 
properties to any object. Up to four 
light sources can be graphically po- 
sitioned and the intensity for each 
set. Adjust camera focal length pre- 
cisely. 

Generating the paths of objects 
and camera is made simple thanks 
to the AutoCurving function. Dy- 
namic Heading Control means you 
only need to point to the direction 
the object should go. 

You can assign the number of 
frames for each animated leg along 
the entire path with just one click of 
the moose button. Bank and Pitch 
settings are also adjusted graphical- 
ly. Full Undo and Redo editing is 
provided. Large changes in motion 
files can be made with single com- 
mands. 

Real Time Morphing handles ob- 
ject size changes on any or all X, Y. 
Z axis. Promotion works in your 
preferred resolution. Itidividual 
XYZ axis scales can be set for over- 
scan. 

The program intelligently and 
automatically adjusts path lengths if 
you alter the animation length. 
There are many Rehearsal settings 
and any aspect of planned motions 
can be previewed before recording. 
Overall, Promotion is a feature 
packed program. 

Starting Up 

Promotion opens to a High-Res 
8 -co lorn- screen interface. Thankful- 
ly a complete sample motion file 
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(Jet Fighter) has been included on 
the master disk, and its creation is 
described stage by stage in the man- 
ual, I say tliankfully, because with- 
out it, even the manual is difficult to 
follow the first time around. This is 
not due to bad writing, but simply 
because trying to understand the 
Promotion work screen is not easy 
unless the sample visuals are in 
front of you. 

There are so many powerful op- 
tions within Promotion it is very 
tempting to rush right tn and pro- 
duce a 1000 frame animation con- 
taining a variety of .geo objects ala' 
Top Gun or Star War style. All this 
is quite possible of course, that's if 
you have 9megs in your machine! 
But it's best to start at the bottom 
and work up to your first Academy 
Award ... slowly! 

A great amount of thought (and 
time) has gone into Promotion to 
make it {here's that phrase again!) 
'user-friendly', but it's true! To be- 
gin creation of a motion file you 
first LOAD a .geo (VideoScape) ob- 
ject and decide on its location with- 
in the work screen. Next place the 
CAMER.4 at a desired point, draw a 
PATH for the camera and/or the ob- 
ject to follow, select the number of 
frames for the animation and click 
on ACTION. The camera will move 
along your designated path to its 
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finish point (this is known as a RE- 
HEARSAL), you can then SAVE 
the MOTION FILE, or alter it as 
you wish. Instant VideoScape-BD 
animation! Sure saves endless time 
and graph paper! 

One absolutely brilliant feature 
of Promotion (all software develop- 
ers take note!) is what are called 
Phoeni?;-Files. These are special 
data-recovery files that the program 
creates for saving all data in case of 
a program crash. It will 'catch' self- 
induced program errors. When Pro- 
motion realises a program crash is 
about to occur, it will initiate the 
'Crash-Net", a series of special pre- 
crash commands that save the cur- 
rent settings BEFORE letting the 
main Promotion program crash. 
When a Cra.sh-Net is invoked. Pro- 
motion informs you that such a con- 
dition has occurred. 

It then analyzes each motion file 
in use, renames it to a Phocni,\-File 
structure, then generates a special 
settings file with a unique Phoenix- 
File structure, it will attempt to save 
these files, then continue with its 
crash. When the computer is re- 
booted Promotion will read the files 
and return to the exact data configu- 
ration that existed BEFORE the pro- 
gram crashed. It Is even possible to 
FORCE a Phoenix save 'crash con- 
dition' just in case things lock up on 
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you. This advanced error checking 
feature takes Promotion closer to 
Academy Award nomination! 

Promotion uses moLion picture 
terminology throughout, for exam- 
ple, VideoScape .geo objects are 
called PROPS. The work area i.s 
called the REiHEARSAL AREA, 
and laying out a motion path is 
called BLOCKING (Directors etc, 
usually BLOCK out a scene prior to 
shooting, that is, they discuss all 
camera/actor angles to decide which 
are the best locations for all elemen- 
ts concerned). Further to this the 
Promotion pull-down menus are 
called DIRECTOR, I-QLLOW FO- 
CUS, PROPS DEPT and PRE- 
PRODUCTION. 

Motion paths are not limited to 
ground level - by using a HEIGHT 
window the altitude of props (and 
the camera) can be adjusted. This 
can be done visually, via the win- 
dow to position markers at specific 
points, or it can be typed in numeri- 
cally for exact locations. The 
BANK (left/right roll) and PITCH 
(up/down) options allow for angling 
of both props and camera within the 
path at any degree of angle, and the 
angles are variable throughout a 
motion path. Great for creating bar- 
re! rolls! 

Long Animations 

VideoScape 3D (version 2.00) is 
limited to a total of 99 frames of an- 
imation. If an animation is longer it 
will get terribly confused and refuse 
to operate correctly. Promotion is 
well aware of this limitation and it 
has an answer. If you create a mo- 
tion path greater than 99 frames, 
let's say your masterpiece has to be 
250 frames in length, then Promo- 
tion will go into a special 99+ mode 
advising you that multiple REELS 
of animation are about to be gener- 
ated. 

Each reel will contain, at most, 
99 frames of mo lion. So your 250 
frame scene would be split into 



three reels. The first and second 
would be 99 frames, while the third 
would be 52 frames long. The pro- 
gram automatically generates three 
sets of data files (props, camera and 
settings) and takes care of all the re- 
naming assignments. The resulting 
reels can be loaded into VideoScape 
3D and then be recorded as the 250 
frame animation file. 

Because Promotion allows for 
unlimited motion path sizes 
(memory dependent) you can end 
up with a very large, and long mo- 
tion path(£). One option available to 
check progress is SNAPSHOT. If 
you wish to view several key frames 
prior to saving all the settings you 
simply press a key on the keyboard 
as the ACTION rehearsal progres.s- 
es. Then, put Promotion to 'SLEEP' 
and open VideoScape 3D to render 
the snapshots. This allows you to 
check various prop placement at any 
point you like. (To operate both 
Promotion and VideoScape together 
requires at LEAST 2.5mcgs of 
memory). 

VideoScape 3D uses several 
types of files to complete an anima- 
tion rendering. Such things as mo- 
tion (MOT), Camera (CAM) and 
Settings (SET) files are needed. 
Promotion does not require the user 
to add any such extensions to its 
files as this is done for you. If you 
save a specific Setting file as 'Jet', 
it will automatically be re-named 
'Jet.SET', and so on, depending up- 
on the type of file the program is 
working with. 

The majority of options 
available within Promotion have 
keyboard equivalents. Instead of 
pulling the Director's menu down 
and selecting the ACTION option 
for example, you can hold down the 
SHIFT key and press 'A'. 'What is 
different about the keyboard equiva- 
lents within Promotion is that you 
don't have to press SHIFT-A, you 
can press just 'A', LEFT or RIGHT 
AMIGA- A, or a combination of all 



of the above and still be presented 
with the ACTION option, whatever 
you arc most comfortable with. 

The only (minor) complaint I 
have about the program is that the 
LOAD/SAVE requestors will not ac- 
cept input longer than 32 characters. 
So, if you are like me and have your 
programs on a hard drive set in dif- 
ferent directories, e.g; Paint pro- 
grams in one draw, and animation 
programs in another, then you may 
have problems trying to get to a file 
if it is buried within several draw- 
ers, such as... 

Lt)AU DHl:Aniiiiation/VideoScape- 

3D/Geo/SandCastie.gea 

The LOAD requestor will only 
accept input up to the 'slash' after 
Geo. Still, it has taught me to keep 
my drawer names shorter. 
VideoScape-3D is now VS3D. 

Another (minor, minor) bug, if 
you can call it that, is that a word in 
one of Promotion'^ MANY MANY 
help/info screens was mis-spelled, 
FRAMES became FRAEMS. But 
after putting together such a splen- 
did software effort I can't blame 
David Durham (Developer) too 
much, in fact, 1 would like to pass a 
MOTION that he deserves a PRO- 
MOTION! 

NB; Promotion requires: 1.5 Megs - 
2.5 megs or more if you are serious 
about it! Two disk drives - but a 
hard drive is more realistic. Work- 
bench 1.3 or later. The package is 
available separately, or bundled 
with the latest version of 
'Videoscape 3D version 2.0 or 
greater) 

Distributed bj 
Coniputermate 
RRP $119 

(02) 457 8388 
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CONGRATULATIONS 

> "T am writiiiE to congraiulMC you on your 
magazine. Two weeks ago I bought an Amiga 
500 with hard disk and was given a copy of 
your magazine by my wife. T was very sur- 
prised at how good it was. For many years I 
had a Commodore C64 aiid gave up baying 
magazines because they were so rubbishy (also 
most were published overrieas). Your aitit:le 
covering the installation of a hard drive was ex- 
eelletit. It was a shainc I had spent several frus- 
trating hours setting Ttifiic up. before realising 
the irtiele was there. 

Now that we have a decent publication tan 
we please push Commodore Amiga to get their 
manuals up to scratch. At work T in.stall Adat's 
and NEC PC's and never had the trouble I did 
setting up my printer and hard disk. 

Anyway, 1 hope that your following maga- 
zines are up to the same standard. If they are 
you have a fan and reader for life." 

D. Randall, 
Newpon. NSW. 

> "I take this opportunity of congratulating 
you on the production of the "Professional 
Amiga User" magazine which promi.ses to ful- 
fil the requirements of a good many Amiga 
users without being cluttered up with informa- 
tion which is irrelevant to dedicated users of 
the Conunodoie Amiga. Computer." 

Lesiic W. Wood 
Echunga, SA. 

>■ "After having read Kay Stammers User Pro- 
file Article, I was indeed surprised with prob- 
lems she had with Excellence! I have been a 
proud owner of Excellence! for 6 months now 
and have liad no Lrouble with it." 

Roher! Palmer, 
MUlPark.VlC 

> "Kay Stammers sure did it the hard way. 
Her persistence in and financial commitment to 
seeking out the best word processor was heroic. 
However, the best WP is not to he found on an 
Amiga - yet! Rumor has it that in 1991 Word 
Perfect will be producing Word Perfect V5.0. 

Congratulations on your team's first publi- 
cation! A job well done. Your magazine will 
meet a need that is growing within the comput- 
ing world, and 1 wish you well in your exciting, 
albeit nerve-racking, challenge. My subscrip- 
tion is enclosed." 

Phi.Up Frahm, 

President, Bridge Amiga Users Group, 

Murray Bridge, SA. 

>■ "After buying your magazine on the off 
chance that it was the fust Australian produced 
inag that would have something usefti! for 
Amiga Users, I am happy to say I appreciate 
yoiu" efforts and you have the makings of a 



great magazine. You pmbably know it's a 
tough market - I hope you can survive because 
Australia needs you (Australia's Amiga owners 
at least)." 

Braydan Wihrm, 
Beenleigh QLD. 

>■ "Congratulatujns on your new magazine! I 
found it both informative and entertaining. The 
layout was extremely impressive, all the more 
so because I could show it to my fBM-clone 
companion as an example of Amiga output. 
Apart from some minor typos (especially in An 
Introduction to lelecomputing), it was very 
well put together, and 1 hope to see many more 
issues. 

It was also a pleasure to be able 10 read an 
Amiga specific magazine written in Australia. 
A welcome change to drooling over American 
publications which describe varioai products 
not available here. I look forward to reviews of 
hardware and software which t can actually 
buy." 

A/r. Sl^vos Mavros, 
Aranda^ ACT. 

> "First, of all, 1 wish to congratulate you on 
your marvellous idea to publish a serious 
Amiga magazine. Since Wanneroo Business 
Computers specialise in Amiga business appli- 
cations, it is only natural that we will recom- 
mend your magazine to our clients first and 
foremost - despite the fact that your first issue 
was quite a mixed bag." 

R. H. Liffers, 

Managing Directory 

Wanneroo Business Compitte.r.s, 

Wangara, WA^ 

>- 'Many congratulations on the launch of 
your new magazine. It is serious and most use- 
ful." 

Prt7fe.isor Michael Greenhalgh, 

The Austruiian National University, 

Canberra, ACT. 

>- "I picked up a copy of Professional Amiga 
User yesterday and was very pleased with the 
type and quaUty of the ctmtent. I spend, on av- 
erage, 6-S hours a day working with various 
Amiga word processors, and tiiere isn't a day 
that goes by without me wondering why there 
isn't a really top quality pnigram available for 
serious use." 

Clare Mokmy, 
Exeter, NSW. 

>■ "I would like iri congratulate you for pro- 
ducing an excellent premiere issue of Profes- 
sional Amiga User, it is good to see a magazine 
for serious users." 

4_ Wong, 
Epping, NSW. 



>- "I think your magazine is a great idea, amd 
I'm sure with time you'll manage to sort out 
the "bugs". I gue.ss numerous people have al- 
ready pointed Lhera out to you, so I won't go 
any further." 

.T. Cohen, 
Pons Point, NSW. 

AMIGA NEEDS NEW IMAGE 

> "Congratulations on the publication. It is ex- 
cellent to see a magazine targeted towards peo- 
ple that try and use the Amiga in (he work- 
place. Unfortunately we are very much in the 
minority. 

Wheti business associates ask me what 
system I use in the Agency, I feel almost em- 
barrassed telling them. 

Why is this? I should be proud of the prod- 
uct. I know what it can do. I should talk with glee 
about tlic incredible flexibility, the low cost rele- 
vant to its power, llie low cost of software. 

Somehow they don't want to hear about 
this. Their perception of the Amiga is that it's a 
toy. Most of them are not computer literalc or 
inteiested. They have been sold MS DOS ma- 
chines liecause diey were told it's the industry 
Standard. The saying "No one ever got fired for 
buymg IBM" is so true. 

Likewise the people in the advertising, de- 
sign, desktop publishing areas buy Mac's, be- 
cause that's what you buy for those end uses. I 
know that I can get the same performance for 
around $6tXK)-3;7000 from an Amiga compared 
toaMac which will cost .$15,0(X). 

r still believe that the Amiga does suffer 
from a lack of specialised business software. 
For example there is a program for the Mac 
called iob Bag, This is a specific Advertising 
Agency package. It would be wonderful if t!ie 
manufacturers of the product to consider 
adapting it for ±e Amiga, but I cannot see that 
happening. Our installed base around theworld 
is too small. In fact it is America that lets us ail 
down. I am told that Ausu-alia and Europe are 
much beuer maikets for Commodore, 

Only time will tell whether the 30(X) can 
change business people's altitude to Com- 
modore and the Amiga. 

It IS enlightening to see that Commodore in 
the USA and Australia is taking a more posi- 
tive attitude to its customer base and using the 
media to promote its products. 

Personally 1 am happy to support the prod- 
uct. We have 2CX)0 plus two 5(K)'s. I can't wait 
for networking and all the other goodies that 
Commodore are talking about releasing. 

Oice again congratuiations, atid keep up 
the good work." 

John Varrae, 

Partner, 

Ryan Varcoe Adverti.ilng, 

Leederville, WA. 
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Pactronics are pleased to announce the release 
in Australia of tJie Cameron range of hand held 
scanners for ttie Amiga. The TYPE 10 is a 
105mm wide black and white scanner, with 100- 
400 Dots Per Inch variable resolution. It is ideal 
for grabbing graphics for use in either word 
processing or DeskTop Publishing. It is supplied 
complete with a comprehensive manual, HANDY 
PAINTER graphics package and HANDY READER 
Optical Character Recognitisn software. This 
last package can convert a scanned text image 
into an ASCII file suitable for D.T.P. or word 
processors, it comes pre-trained for most 
common fonts, and can even be trained to 
recognise Amiga graphic fonts printed onto a 
dot matrix printer! 



Now you can really let your imagination run wildl There is 
simply no faster or easier way to get vivid, fill colour images 
in to your Amiga. The TYPE 6 hand scanner operates in al[ 
Amiga graphic modes, even EXTRA HALF BRIGHT and HOLD 
AND MODIFY (4,096 colours) modes. Scanned images are / 
saved In standard IFF format, ready for use in yoiir i^- 

applications. Now, yoLr imagination is your only limit! 



If you're operating your Amiga on a lower budget, 
there's still a scanner for you. The Ma SCAN actu^iy 
uses your existing printers mechanism as its means of 
scanning a page. The device consists of fibre optic 
cables that attach to the printer head. The 
accompanying software "drives" the printer head to 
and fro, whilst the optic cable "read" the image as it 
passes under it. It's simple, efficient and economical. 



Your search for a better Amiga mouse Is over! The M-4 
mouse is the best puality mouse you can get. It features a 
more ergonomic design, proper microswitches and brass 
rollers. No more dead buttons, no more rusty rollers; just 
smooth, precise control. 



From one of the worlds largest mouse manufacturers comes 
one of the worlds best mice. Ultra high construction quality 
ensures an accurate response, and a design thats built to last, 
not to break, ail at a price that's impossible to beat. 




"X 
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For further informatiixT on the Pactronics 
i^nge at scanners, or for more information 
m our ranflo o! software, please return ttiis 
coupon to the New Soutii Wal» addrsss 
isliown leiftl. 



Company: L 

Address: 



Postcode: 



tl 



Desktop Video 



Let's go into a 
Desktop Video Business 
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There's more to 

setting up your own 

Desktop Video 

Bureau than simply 

buying a good 

Genlock and a copy 

of Professional TV 

Text! - Nathan 

Cochrane passes on 

his first hand 

experience from the 

business end. 

> So you h^ve finally done it! In- 
spired by all this talk of 'Multi- 
Media', 'DeskTop Video', 'CompuL- 
er Generated Imagery' and other 
such throw away buzz words that 
are running the traps at the moment 
you decided to go out and get your- 
self art Amiga. Well done, il is a 
good start, and I emphasise that is 
all it is - a start. 

Hopefully when you bought 
your Amiga, probably a vanilla 
B2000 or A500 (possibly second 
hand) you also purchased along 
with it a monitor, modulator (or 
genlock), second drive and the one 
meg memory upgrade (A500) as 
well as some piece of software 
(pPamtlU, Silver, VS3D etc). 

If you haven't, then put down 
fliis magazine and go out and pur- 
chase them pronto, because without 
them you won't be able to do did- 
dly. 

OK, now that we are at mini- 
mum requirement (I am assuming 
you already have a domestic VTR: 



lying around .somewhere), we can 
start thinking about where we are 
going to go with all this new equip- 
ment. By this stage, after having 
bought all the equipment you 
should have a fair idea of what you 
hope to achieve, but a word as lo 
possibilities never goes astray. 

Probably if you are like I was, 
all you want to do is simple titles 
for home movies or MVs (music 
videos), and maybe try your hand at 
some of those trendy 3D graphics 
that you have seen about the place. 
This is a good start, and for the av- 
erage person all they wjl! ever do, 
but if you want more, and maybe a 
chance to make some money, then 
read on. 

The Demo Reel 

Most of you by now would have 
seen the Newtek Demo Keels. Did 
they make you want to run out and 
buy a DigiView, or at feast inquire 
as to what Digi/FX was? If they 
did, then good, that is what they 
were meant lo do. 

The demo reel will become the 
cornerstone of your business, A 
demo reel in the true sense is a 
video (or film) with carefully edited 
segments of your previous work that 
detail in a visual medium your capa- 
bilities. The reel can be combined 
with a written submission for clari- 




fication, however it is the visual 
medium that will gel the most atten- 
tion. As you are in the business of 
selling other people, it is especially 
important thai you be able to sell 
yourself via this demo. Failure to 
do so could be the death knell of 
your budding little enterprise. It is 
also a good indication of whether 
you are ready to go into business or 
not. 

Demo reels can be used for 
showing clients your capabilities, 
getting bank finance, arranging 
Government Grants and more. 
Nothing to you is potentially so 
valuable as a demo reel, so take 
great care with ils formation and set 
it to some suitably snappy music, 
not too trendy as this tends to go out 
of fashion quickly so stay clear of 
house, rap, vogue etc unless it fits 
well. 

"New Order" style music is good 
for this, though you will probably 
want to hire the services of a profes- 
sional muso for something original. 
Arrange a contra deal - he prepares 
an arrangement for you and you do 
his video for him. 

It may be a good idea, depend- 
ing on the markets you hope lo fi- 
nally attract, to prepare a number of 
reels, to show in greater depth the 
ex lent of your commitment to a par- 
ticular client's needs. Spinning 
psychedelic spaceships are good if 
you want to impress a nightclub 
owner, hul not terribly useful for 
convincing an insurance company 
of your ability and credibility. Al- 
ternatively you could have the vari- 
ous aspects within the same reel, 
however, this can also be discourag- 
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ing to a potential client as ii seems 
that you won't be concentrating on 
their particular industry's needs. 

Demo reels should be updated at 
least annually to Iceep up with cur- 
rent events and changes in the tech- 
niques and software you use. They 
are also an interesting time capsule 
piece and useful for historical inter- 
est as well. 

Prepare the master demo reel on 
the best quality equipment you can 
lay your hands on, even if that 
means having to hire a profesisonal 
1" video suite for a day and a single 
frame recording device for bits to 
lay it all down. This will become 
your master and ensure that the 
quality for distribution is always the 
best possible. 




Markets 

It doesn't hurt to have an idea 
about what you might expand your 
operation into if you find you have 
a flair for animation and DTV in 
general. Many of the graphics you 
will see on TV and in videos (esp. 
MVs) have been done with Amigas 
or with techniques readily available 
on the Amiga. As you will discover 
later on in the series, the Amiga can 
fool all but the most astute wateher 
into believing that effects were gen- 
erated on $50,000 DVE equipment! 
■ It would seem natural then to 
consider some form of post- 
production service. For those unfa- 
miliar or hazy on the term, post pro- 
duction is simply the time after 
principal shooting and editing has 
taken place. It is in this period (hal 
things such as titles are laid down, 
credits rolled and the mandatory 
genlocked computer swatches of 
pattern and colour are flashed over 



ihe main edited portions. 

Marriage videos are becoming 
big business (if you don't believe 
mc, look in the classifieds of your 
local paper or in the Yellow Pages). 
Often these small production com- 
panies have their own equipment for 
titling, but may appreciate someone 
to do some contract work for them, 
or someone who can lay down more 
than a boring old Pio Video page 
now and again. 

Know anyone in a rock band? 
'litis could be a source of exposure, 
if not instant wealth. Find an up 
and coming rock band and offer to 
do their videos for tliem for free or 
a nominal charge. If the band is any 
good, your creation could wind up 
on MTV! 

Do you have a local film insti- 
tute or do you know any film mak- 
ers? Often film makers work to 
very tight budgets and very long 
hours, they appreciate someone who 
can do the 'computer stuff as it 
frees them to worry about arranging 
finance, seeing bankers, organising 
equipment, casting talent and the 
myriad of other things they have to 
do that comes under the guise of 
'art' and creativity. 

Remember, many are graduates 
from the old days of film, and even 
though they may be shooting on 
video now, many are still not terribly 
confident with the medium, and very 
suspicious of computers in general. If 
yon get as far as going commercial, 
then you will understand the reasons 
for this well as you in turn struggle 
with their world. 

Nightclubs, like rock bands, are 
also a good form of exposure. How- 
ever, as many nightclubs are owned 
by large scale enterprises such as 
Showbusiness Australia, you may 
find breaking into this arena partic- 
ularly hard. Especially if they pro- 
duce their own videos. Take heart, 
however, as many of the videos pro- 
duced for nightclubs at the moment 
arc of a particularly poor quality. 



and an inspired demo reel from you 
could well do the trick. 

However, don't expect to be- 
come a multi millionaire overnight. 
Nightclub videos pay reasonably 
well, but not great considering the 
number of hours that goes into them 
(anywhere between 2-10 hours per 
produced minute) and you will have 
to produce videos of at least 30 
minutes in length. If you under- 
charge, you may as well be paying 
them to do the work as it will be no 
more than a drain on your re- 
sources. Overcharge and they may 
take the first one, but won't come 
back again. 

People at a nightclub aren't as 
interested in your creative little 
masterpiece as they are in engaging 
the opposite sex, getting drunk and 
pertdrraing gymnastics on the dance 
floor. So if the management plays 
your video constantly for months 
without a change, no one is likely to 
notice, let alone care. 

I say this from experience with 
some tightfisted nightclubs who I 
have seen play the same video week 
after week for years! So set a time 
period into the licence and always, 
always retain copyright of the mate- 
rial. Failure to do so will mean that 
you - the creator - will not be able 
to use any of the footage ever even 
in future productions to the same 
people. So if a nightclub (or any- 
one for that matter) wants sole own- 
ership, either say no or bump up the 
price a few thousand percent to cov- 
er your future opportunity costs. 

Going 'Broadcast' 

A lucrative and much sought af- 
ter market is the broadcast band. 
The big TV stations who spend ab- 
solutely squillions on commercial 
junk from the US. Your chances of 
getting in here are next to nil. Even 
the ABC, the basrion of 'culture' for 
so long in Australia is almost com- 
pletely out of reach for all but the 
best and most expensive produc- 
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tions. 

For all intents and purposes the 
cosmopolitan channel, SBS, Is your 
best bet. 'Eat Carpet' is a show that 
screens Fridays and features works 
from people such as yourselves. 
The SBS cannot afford to pay much 
(around $68 per screened mini]te, 
however this is likely to rise a little 
in the near future), but at least it 
gives you a chance to display your 
wares. 

Television stations prefer series 
rather than one-offs, so if you are 
going to do something, do at least 
two or three of them. Also the tele- 
vision station.? prefer to have some 
input, and surprisingly, productions 
that aren't further than the scripting 
and planning stages are more likely 
to receive interest than finished pro- 
ductions. 

In the U.S., local cable TV and 
public broadcasting (like SBS) com- 
panies have often been happy to ac- 
cept untried projects such as many 
of the ones small production houses 
turn out, MTV has been especially 
helpful in this area with the Amiga. 
One can only hope that with the ad- 
vent of cable in Australia, the same 
will happen here, as our Network 
Broadcasters who have Australia's 
odd brand of MTV have been less 
than helpful in fostering local talent 
- music or video. 



Where to get Money 

As you purchase all of this 
equipment, you will realise that it is 
an incredibly expensive 'hobby', so 
you may be tempted to resort to 
such drastic measures as bank rob- 
bery to get your next fix of equip- 
ment. 1 would suggest .something 
that is akin to this, but a whole lot 
more legal - Government Grants. 

It is surprising what untried, 
hopelessly unsuccessful schemes 
the State and Federal Governments 
will throw perfectly good money 
away on in the names of 'Art' or 
'Social Responsibility'. There arc 
people walking around today with 
hundreds of thousands of dollars of 
equipment in their arty .studios who 
have one tenth of the art ability you 
have, and less than a micron of the 
computing ability. 

However, they knew where the 
easy money was and they went for 
it. Of course a Grant like this all 
but rules you out of doing anything 
commercially for a while, but it will 
get you experience and equipment 
you could quite possibly never have 
gotten otherwise. Check with your 
local art council or film or tertiary 
institution for more details on 
Grants available in your state. 

Banks are a natural form of 
money for any business, however 
getting loans, and good priced 
loans, are harder and harder to come 





by. If you are just starting out, 
without much of a credit or business 
history this task is nigh on impossi- 
ble. 

BanJi managers are essentially 
schizophrenics; they must loan out 
money in order to make money, 
however whenever they approve 
loans they also run the risk of hav- 
ing the debtor renege on them. It is 
a strange world. 

ITie first thing to do is to put the 
bank manager completely at ca.se 
with your proposal. Your business 
he will naturally equate with the 
high risk world of film, so show 
him a hard headed, aggressively 
business-like and professional ap- 
proach, bank managers like this. 

In order to do this you might 
like to show them your demo reel, 
this will impress. Then present a 
written (preferably lasercd), well 
hound and comprehensively 
weighty document called a business 
plan that will show how you are go- 
ing to take on Industrial Light & 
Magic at their own game and win. 
Bankers like big impressive things 
(why do you think all the banks use 
IBMs?), but don't dribble - keep it 
to the point. 

In W..A., the Small Business Ad- 
visory Council is an excellent 
source of information on things like 
business plans, so go there for more 
info. (In other .states check with 
your local employer body or Corpo- 
rate Affairs or your local Member of 
Parliament for more info on similar 
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services.) 

You can also go to the extent of 
presenting a separate video presen- 
tation for the bank along the lines of 
the document. This will help you 
consolidate the information, and ed- 
it out any gaffes and present a clean 
corporate image, as well as further 
documenting your abilities and mar- 
ketability. Be prepared to talk in 
person. The bank manager will want 
to meet you to see what sort of a 
person you are. Just repeat what is 
in the document and you shouldn't 
have any problems. Oh, and by the 
way, if you are like me and itch at 
the mere sight of a suit, hold back 
your repugnance and don one, both 
for the video presentation (if you 
decide to produce one) and for the 
business meeting. Show the bank 
I hat you are every bit as conserva- 
tive and stuffy as they are (even if 
you are the flighty arty type!) 

Another alternative is getting 
funding from private investors. 
This offers substantial tax advan- 
tages for them, as well as the pres- 
. Mge of being attached to a produc- 
tion company. Again, the demo reel 
is crucial for attaining finance. 

Finally, you can finance the en- 
tire project yourself. This has the 
advantages of allowing you com- 
plete control of the enterprise and 
the decisions involved as to its di- 
rection. It is potentially far more 
costly, but also far more rewarding. 

Your Role as a Consultant 

'Consultant' is a term that has 
such a nice ring to it that a lot of 
people go into consrdtancy firms 
and spend big bucks without know- 
ing exactly v^'hy it is people go to 
them. Even worse are those who 
are consultants, and don't realise 
that they are! 

Take it from me, if you are asked 
at any stage to do computer graph- 
ics for someone, then you are a con- 
sultant. If someone asks you to set 
up a system or advise them on a 



production facility, then you are a 
consultant. Chances are in this field 
any work that you do will involve 
some aspects of consultancy. So, 
what is a consultant? 

A consultant is someone who 
gives expert advice or information. 
Often the task of consultmg requires 
stepwise, logical refinement of a 
client's problem/requirements. The 
client will be spending a great deal 
of money with you, so anything you 
can do to put him at ease and con- 
vince him that he has made the right 
choice in hiring you cannot go 
astray. 

Be professional! This point can- 
not be over emphasised. Too many 
people go into this business think- 
ing that by virtue of their skill alone 
that they will succeed and that the 
world owes them a living - it 
doesn't, 'fhey are cowboys who 
cannot produce on time, to a budget 
within the required specifications. 

People like this give the entire 
industry a bad name. Being 'profes- 
sional' does not mean you have to 
wear a suit (though with soine clien- 
ts this is a necessity, and with most, 
at the least, highly advisable), but it 
does mean you should listen care- 
fully to what the client has to say, 
and give hiin what he wants when 
you say he will get it. 

If something he asks for is im- 
possible with your equipment, or 
with any equipment, let him know. 
If he specifies a price limit, and 




what he wants is possible but not at 
that price also let him know - he 
may be willing to spend the extra to 
get what he wants. On the other 
hand, if you cannot do what he asks, 
let him know this from the outset, 
he will respect you for your honesty 
and most likely will come back. 

Another aspect of professional- 
ism that eludes many first lime con- 
sultants is the need to deliver what 
you said you would deliver on time 
and to budget. 

Many underestimate their fee at 
the outset in order to get the job, 
and as such have to raise the quoted 
price half way through. This is an 
evil practice to fall into, because it 
is almost certain that some of the 
project has been skimped over at the 
beginning to fit the scheduled fee 
and as such won't be up to scratch. 
It is ahnost as certain that the client 
won't come back. 

Almost as bad as undercharging 
is overcharging. This can quite of- 
ten lose you the job at the outset, 
and you could get a reputation for 
being a rip-off merchant. 

To alleviate all of this, be fair 
and accurate in your charging, care- ' 
fully adding up all the little thmgs 
as well as the big. When you have 
done this, add a contingency fee of 
10% onto the total, or 15% if it is 
particularly risky. If you have been 
fair in your quote, and the client 
goes for a cheaper submission, be 
happy with the knowledge that you 
are not the one working for little or 
no reward. 

Preparing to time is also of great 
importance. Often work, whether it 
needs to be done for a fihn maker, 
or a TV advertisement, or a rock- 
band or whatever, will need to have 
a time period attached to it, at the 
end of which the product must he 
forthcoming. Don't be late! 

If it means that you have to work 
late hours or show up to a meeting 
with the client when you are tired, 
then [hat is what you must do. The 
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Desktop Video 



client is depending on. you, and you 
are duty bound lo deliver within the 
time period you said you would. If 
the client wants something 'yester- 
day' (and they almost always will) 
then you must inforni tliem. gently 
but firmly, that that is not possible 
and that it will take 'x' number of 
weeks from the day of cominence- 
rnent for an interim production to be 
finished and then so many weeks 
more for the final product. The 
client will respect you for your pro- 
fessionalism, and will 99 times out 
of a 100 take your advice - that is 
what he is there for. 

As with undercharging and over- 
charging, don't overestimate your 
time either. A video that should 
have taken two weeks should not be 
delivered in one. Clients arc funny 
beasts, they will view this not as ad- 
vantageous but as you skimping on 
their work - even if it is exactly 
what they wanted! Accurately esti- 
mate the time involved and .stick to 
it. 

It i.s a good practice to fall into 
to provide a client with an interim 
production so he can suggest 
changes to the original idea or set 
you straight if for some reason you 
haven't delivered what he expected. 



Always be scrupulous in your 
conduct and professional in every 
manner. In the final analysis, some- 
one with less technical skill and 
more interpersonal skills with a 
higher degree of professionalism 
will win out every time over the tal- 
ented cowboy. In the long run this 
advice will serve you well, as clien- 
ts return over and over again for 
years to come. 

More on Business - Planning 

In my capacity as a consultant it 
is surprising how often people come 
to me to fmd out ways of putting 
their equipment to better (and prof- 
itable) use. Invariably I tell them a 
few very simple things that seem 
like common sense, yet it is surpris- 
ing how many people don't consider 
the obvious fully. 

Firstly, to look for needs and 
find ways of satisfying them. Sec- 
ondly, understand your own person- 
al strengths and weaknesses and the 
ability of your equipment. Thirdly, 
look at what other successful people 
in that field are doing, find what 
works and imitate it, what doesn't 
work or could be done better, do 
better. 

Get all the advice you can, from 



journals, experts, friends, sales peo- 
ple - be informed, don't take my 
word for gospel, ask around til) you 
have arrived at a decision that you 
are 110% comfortable with. If this 
is going to be more than just a hob- 
by, be very, very certain that what 
you are doing will make money, 
otherwise do something else. 

Finally, this is a relatively new 
field and hence there is room for 
newcomers with gumption, but be 
very sure you can deliver and work 
within a budget. The current eco- 
nomic climate is not one which is 
particularly conducive to new, high 
risk ventures starting up, so be ab- 
solutely certain you can deliver be- 
fore you make another step if this is 
going to be more than just a hobby 
to you. 

Rather obvious advice, yei it is 
surprising how many people don't 
consider it before large and costly 
mistakes are made, 

Hopefully this advice has been 
of some help to you, either in illu- 
minating you or in consolidating 
what you already know. If anyone 
has any queries or suggestions, then 
please drop me a line care of 'Pro- 
fessional Amiga User', P.O. Box 
288, GladesviUe, NSW 2111. □ 
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The CO-Midi Interface 

PocketAMI 



up until now, the 

search for a good Midi 

interface to use on your 

Amiga has been a 

somewhat difficult one. 

There have been vari- 

■ Oils devices available 

through Amiga retail 

outlets, but general 

supply and information 

has been scant. 

V By comparison, interfaces for olher 
computers like the Mac have become 
freely available through both their nor- 
mal computer retail outlets as well as 
professional inusic stores, and are of a 
quality that pro Sessional musicians have 
come to expect. 

Well fret no lurther. Alarm Commu- 
nications from St.Kilda in Victoria have 
released several models for the Amiga 
that cover both the needs of the semi- 
pro and pro Amiga user. 

The first unit under the microscope 
is the Pocket AMI. It consists of a clear- 
ly marked compact plastic ease 
equipped with 1 x In, 1 x Thru and 2 
Outs. 

Many of the more basic imit.s have 
only In and Out, or in, Out and Thru, so 
for a unit of this price the fact they have 
included an extra output is a definite ad- 
vantage. This of course allows you to 
connect two keyboards or modules di- 
rectly out of your computer, which 
lessens the chance of Midi delay. 

For those of you who may be un- 
aware of the significance of this fact, an 
explanation is in order. Midi delay oc- 
curs when you plug a second keyboard 
into the Thru of your first keyboard, 
which in turn is connected to the Midi 



Out of your computer. Because the first 
keyboard is receiving all 16 channels of 
Midi, time is taken to process the infor- 
mation before sending it out of the Thru 
to the .second keyboard. The second 
keyboard then has to process it. 

The time frame 1 am talking about 
here is only in the order of millesec- 
onds, but when you are using more than 
two keyboards, tlie delays become more 
and more noticeable. (Ever notice that 
the drum track is somewhat laie, or that 
the bass line is dragging a little?) So as 
a genera) rule, the more outputs on the 
Midi interface, the less likely it is to be- 
come redundant as your Midi system 
grows. 

The Pocket AMI fills this reqmre- 
ment nicely. It also has a 1 metre con- 
necting cable, which allows easy access 
when connecting and disconnecting 
your keyboards. 

The second unit is the Comidi 'Mi- 
ni'. Why it is referred to as flie 'Mini' is 
somewhat unclear as it is the larger of 
the two units under review. It is more 
expensive than the Pocket AMI, but can 
be considered a truly professional Midi 
interface. 

Its casing is sturdy metal with a fin- 
ish similar to that of the Amiga, and it 
can be ordered with one of two cables - 
male to male for A 1 OOO's and male to 
female for A500's and A200(rs. It 
comes equipped with two Midi Ins and 
four Midi Outs, a Computer/Thru switch 
and a two) metre cable. 

Alarm Communications have done 
their homework here. For a start, the se- 
curing screws on each end of the cable 
are of the 'finger tight' variety. No more 
crawling around the back of your Amiga 
with a screw driver and torch. 

Secondly tliey provide you with a 
very comprehensive manual. This is 
worth mentioning because manuals, as a 
rule are rare for Midi interfaces let 
alone one as comprehensive as this. Ex- 



by Phil Rigger 

planations are given for just about every 
use and configuration as well as dia- 
grams and troubleshooting tips.. Alarm 
also provide you with a number for their 
bulletin board tor future product infor- 
mation, operational tips etc. 

A nice touch is that all of the Midi 
plugs are on the top of the unit, allow- 
ing you to easily see what has been 
plugged into which input/output. As 
well, the two metre cable allows you to 
position it nearer to your keyboards in- 
stead of having to grope around behind 
the Amiga when plugging or unplugging 
Midi cables. 

'lb top it off the unit comes with a 
twelve month warranty. If there was one 
wish, it would be that a'Thru/Serial' ca- 
pability was added to the Comidi 'Mi- 
ni'. Such a facility would allow you to 
keep your modem plugged into a second 
serial port on the interface. 

Switching it over would.- disable 
Midi and allow you to use your modem 
or any other serial peripheral device. 
This might smack of overkill, but when 
you consider the multi-tasking capabili- 
ties of the Amiga, this is not such wish- 
ful thought. 

Alarm Communications have not 
only come up with two excellent prod- 
ucts, but have them keenly priced. They 
are presently available at a number of 
music stores, or from FineUne music on 
(02) 387-1240 (for New South Wales 
and Queensland) or from Alarm Com- 
munications. 

1 have used both interfaces in a very 
busy professional environment for quite 
a while, and have experienced no prob- 
lems at all with either unit. They are 
definitely among the best Midi inter- 
faces available for the Amiga, and come 
highly recommended by a number of 
professional Amiga music users includ- 
ing myself. 
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The new flagship 

An in-depth review 





t. 




Tim Strachan, editor 

and publisher of 

Megadisc and one of 

the first Amiga 3000 

owners in Australia, 

joined forces with 

Chris Ralph and Tony 

Day to compile this 

in-depth look at the 

new Amiga 3000. 

Sources of information include 
the Amiga 3000 manuals, down- 
loads from overseas bulletin 
boards, Commodore technical sup- 
port at Weatchester and help from 
local Commodore staff - not to 
mention a good deal of hands on 
testing and evaluation, 

>- Avoiding the lechno-speak for 
the moment, in essence, the A3000 
is terrific! It looks and acts like a 
well-designed, advanced, 90's 
piece of hardware. 
A lot of care has gone into 
the look and feel of of both the 
machine and software - and that 
care is going to pay off in the end. It 
is fa.st, has a small footprint and 
loves any addition of peripherals. 

The A3000 is the first major leap 
n Amiga technology since the intro- 
duction of the A 1000, and it will 
take a fair bit of improving to bring 
other Amigas up to its speed. 

There are a few points to be 
careful of, however, as detailed lat- 
er. It is not yet what the Amiga 
could he. There will be some people 
who will want to soup up their cur- 



rent machine or wail for the larger 
A3500, which we have good reason 
to believe is currently waiting in the 
wings. 

Documentation 

The manuals which come with 
the machine aie professionally pro- 
duced. Moving from smallest to 
largest, there is a Quick Connect 
double A -3 size fold-out, which 
covers all the basics of getting up 
and running, along with the neces- 
.sary warnings, pictures, labelled di- 
agrams and so on. 

Introducing (he Commodore 
Amiga 3000 is a soft-cover book, 
half of which is devoted to 
overview, features, getting started, 
and expanding. 

There are many line drawings 
which make things pretty clear, and 
it moves from simple definitions up 
to the deeper technical subjects, es- 
pecially in the second half of the 
book which is taken up with Appen- 
dices - specifications, plug pin as- 
signments, the display enhancer, the 
keyboard and the A3000's schemat- 
ics. 

For the technically minded crys- 
tal-ball gazer, the schematics will 
reveal much of what is coming in 
the future. 

Overall, a well written and de- 
signed manual. 

Using the System Software - a 
big three-ring plastic -coated binder, 
complete with internal plastic pock- 
ets, place markers and system disk- 
holders. All the paper contents of 
this binder came shrink-wrapped as 
did the labelled cardboard section 
separators. The introduction goes 
through what you've got, how to ac- 
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SPECIFICATIONS 

Microprocessor 

Motorola 68030 I6MH7. with 

f,U% I FPU or 25MHi with 68882 

FPU 

Enhanced Chip Set 

Real Time Clock 

32 bit Access 10 Fast ram 

32 bit Access to Chip ram 

Memory 

32 bit Fa.st RAM support 

- custom controller handles static 

column mode Drams and CPU burst 

access. 

1 Megabyte CHIP RAM 

expandable to 2Mb on board 

1 Megabyte FAST RAM 

expandable to 1 8Mb on board 

Storage 

32 bit DMA based on-board SCSI 

controller 

40 Megabyte Quantum SCSI Hard 

Drive 

Display 

Built-in Display Enhancer 

Cabinet 

Low profile case supporting total of 

3 internal 3.5 inch drives (two 
accessible external Iy)/s mall 
footprint. 

Front mounted power switch 
Model Numbers 
Commodore Amiga 3000- 1 6-40 
(16MHz with 40Mb HD) Sna 
Commodore Amiga 3000-25-40 
(25MHz with 40Mb HD) $6119 
Commodore Amiga 3000-25-100 
(23MHz witli 100Mb HD)S7199 
Expansion 

4 Zorro 111 expansion slots each 
downwardly compatible with 
Zorro-II cards 

1 1 OOpin only slot 

2 1 OOpin slots w AT style 
extensions 

1 100 pin inline w 

A2000 style video slot 

1 CPU expansion connector 

"fast slot" 

200 pins with processor takeover 

capability (68040 board) 

External connectors 

23 pin Amiga Video 

15 pin VGA 

External SCSI 

External floppy, serial, parallel, 

audio, keyboard and joysticks. 



cess it, tiiid the like and the contents 
pages are exhaustive. 

The four main divisions and 
their sub-divisions are: Workbench 
2,0 - Tutorial, Basic Operations, 
Preferences, The Workbench Pro- 
grams, The Extras Programs, Using 
a Hard Disk; AmigaDos - Using 
AmigaDos, AmigaDo.s Reference, 
Editors; ARexx; A full manual for 
ARcxx - essentially the original 
ARexx manual Appendices, 
Trouble-Shooting, Printer Drivers, 
Backing up your Hard Disk with 
BRU. 

There are many screen-shots 
throughout the explanatory parts 
(some of which will have to be up- 
dated, as they show previous Work- 
bench versions), and the entire pub- 
lication is generously laid out. 

In short, a complete, well- 
organised document with plenty to 
read through. 

Tony Day tells me thai his 
A 3 000 came with a re-packaged 
A2000 Basic tnanual - about as use- 
ful as a dead dingo, especially con- 
sidering at the moment Amiga Basic 
running on the A3 000 falls over se- 
riously on both 1.3 and 2.0. 



Getting up and running 

'iTie machitie 1 received was for- 
matted, installed and ready to boot- 
up. It came with a 40-raeg 3.5" 
Quantum hard di.sV, and one internal 
3.5" floppy drive and the 2Mbytes 
of RAM mentioned above. I had got 
the 1950 monitor earlier and it 
hooked up with no problems. 

Turning the machine on auto- 
raatjcally takes you into Workbench 
2.0 mode (Kickstart 2.0 is loaded 
from the hard disk). 

if you hold down both mouse 
buttons immediately after a cold 
hoot (from power- up), you are pre- 
sented with a screen which gives 
you a choice of booting up using 
Kickstart 1.3 or 2,0. 

Of course, once you're in a par- 
ticular Kicks! art AVorkbench mode 
you can't get out of it without pow- 
ering down and starting again. 

Tony Day found another inter- 
esting screen - if you warm boot un- 
der Workbench 2.0, keeping both 
mouse buttons down, you'll be pre- 
sented with a screen which allows 
you lo shut down current storage 
devices and reboot from external 
devices, such as a 5.25" disk drive. 

This will help with programs 
which have not followed Com- 
modore's programming guidelines 



The Custom Chips 



BUSTER 

(Expansion Bus Controller and Bu.s Arbiter) 

It takes 68030 signals and cotwerts them to Zorro II or Zorro 111 signals, as ap- 
propriate, for CPU access to expansion bus. Going the other way, it converts 
bus signals into 68030 signals during DMA. It's also responsible for bus arbitra- 
tion of CPU slot. SCSI. Zorro 11 and Zorro III expansion slots. 

GARY 

Local bus controller. 

RAMSEY 

DRAM controller and SCSI addres,s generator. 

DMAC 

SCSI DMA data path chtip. 

AMBER 

Scan doubler/con verier, similar to what flick erFixer does, except this version is 
compatible with genlocks, and does not suffer a reduced display area. 
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and do not function reliably under 
Workbench 2.0 

No More Flicker 

With a multisync monitor, such 
as the NBC or the 1950 (Com- 
modore's own) you get a bunch of 
different video display modes, most 
of which are flicker-free at high res- 
olutions. This is a deinterlac- 
ing/scan doubling capability, which 
takes interlaced high -re solution 
screens and outputs them without 
flicker to a 31 .5-kHz VGA monitor. 

It also eliminates the black scan 
lines between rows of pixels on 
both low and high resolution dis- 
plays. This is effectively what Mi- 
croway's FlickerFixer does, except 
that it's built-into the hardware 
(thus freeing a slot) and doesn't 
have the drawback of reduced num- 
ber of horizontal scans. 

The VDE can be finely adjusted 
from the back with a small screw- 
driver, something 1 had to do when 1 
first got the 1950 monitor, as there 
was .some jitter and "shimmer" on 
the edges of screen objects. 

There is a bypass switch on the 
back of the computer so you can 
disable it if you have a multiscan 
monitor. 

A couple of the video display 
modes cannot be de-interlaced - to 
de-interlace the super-hires (1280) 
modes would require twice as much 
memory for the deinterlacer circuit 
as has been put on the motherboard. 
That would be expensive. 

So the SuperHires Interlaced 
(NTSC/PAL) and the Productivity 
Interlaced modes can't be'deinter- 
laced by the VDE. The VDE switch- 
es to bypass mode when it detects 
Productivity mode, and samples the 
superhires screen (alternate pixels 
will be missing). 

It should be disabled (flip 
switch) when using superhires. All 
other PAL and NTSC modes arc 
deinterlaced, regardless of depth or 
ovenscanning. 




Fuli Screen Overscan 

It took a bit of playing around 
with Preferences on both WB1.3 
and WBtwo before I managed to get 
a full overscan (704 x 580 pixels) 
covering the entire screen of the 
1950 monitor - I haven't heard of 
any other multiscan monitors being 
able to do this, so keep it in mind 
when you're thinking about moni- 
tors. 

Nic Wilson, who apart from be- 
ing a general Amiga wizard is a TV 
technician, seemed to think this was 
very unusual. The NEC 4D has a 
wide range of controls, and pro- 
grammable slots so that you can re- 
member a whole bunch of settings, 
and it may do the same, but it costs 
about S2500. 

Speaking of monitors - you can 
still use the RGB port to run a 
1084-styIe monitor (at the same 
time as the multiscan if you like) 
and if you're really keen you can 
add on an A2024 monitor for that 
DTP and CAD work. 



The Enhanced Chip Set 

The enhanced Denisc chip can 
output up to 1280 horizontal pixels 
in four colours, and it sports a new 
640 X 480 pixel-resolution produc- 
tivity mode. 

Unlike other high-resolution 
modes on the Amiga, the productiv- 
ity mode is not interlaced, and it is 
limited to four colors. 

Being programmable, Denise 
lets you mix different ht)rizontal 
and vertical resolutions and pro- 
vides the overscanning necessary 
for video applications. 

The new Agnu.s chip doubles the 
amount of accessible chip RAM to 
two megabytes. The only chip not 
upgraded is Paula, which provides 
the Amiga's four-voice sound. 

The custom chips, the Ag- 
nus/Denise/Paula, are still clocked 
with one or both of the 7.16MHz 
clocks, as in an ECS 2000. The chip 
memory is 32 bit wide, but only the 
CPU can take advantage of that. 
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Looking at the Motherboard 

Tlie motherboard is compactly 
designed, which has its pros and 
cons - to have a look at the entire 
bourd requires removing the hard 
and floppy drives and upper plane 
and drive platform and this in Lum 
requires some fiddling to remove 
the back plates. 

As Chris pointed out, there were 
two kludges - a line has been sol- 
dered in from the maths chip to the 
buffer and a rcsisior has been 
slipped in as an after thought too.. 

According to the schematics, the 
A3000 was designed in West 
Chester, US, not Germany where 1 
think the A2000 was designed. The 
Schematics also have references to 
the A3500, presumably a "tower" 
design with more slots and ports 
and other gizmos. 

Expansion 

Zorro III expansion slots are one 

of tlie major new features of the 
A3000. With the exception of the 
graphics system, which uses a 16- 
hit bus and an NTSC-compatible 
7.14-MHz clock, all the internal 



pathways in the Amiga 3000 are 32 
bits wide and use the processor's 
clock. 

The external I/O (Input/Output) 
bus is capable of 3two-bit transfers 
without losing compatibility with 
16-bit peripheral cards, good news 
for current owners of such cards. 

The 1/0 bus, called ZORRO 111, 
multiplexes the address and data 
lines for 1/0 cards capable of 3two- 
bit transfers, while treating 16-bit 
Zorro two cards normally. There^ 
are four 100-pin expansion slots and 
all are Zorro 111 - two are bridge 
slots, and one is shared with the 
video slot. They are located on the 
daughterboard, which is perpendicu- 
lar to the motherboard. 

Two of the 100-pin slots also 
have PC/AT slots in line with them. 
The "form factor" of the slots (ie 
how big a card they can take) is the 
same as for the A2000, meaning that 
a PC/AT Bridgeboard can be fitted. 

The video slot is the topmost 
slot and allows for cards that are a 
bit fatter than a Zorro card. Howev- 
er, any card that used all the space 
in the A 2000. rather than the dimen- 




sions specified, will not fit. The 
A3000 is a slimmer beast than the 
A2000. 

There is also a 32- bit Fast slot 
on the motherboard for future ex- 
pansion such as a 68040 micropro- 
cessor and other "high performance 
options". I added ASDG's Dual- 
Serial Board because I need to link 
the A 3 000 up to a modem and a 
Postscript prititer, and 1 was playing 
around with Wayne Frew's version 
of DNet (for public domain net- 
working), it slotted in perfectly in 
the lowest slot (the slots are hori- 
zontal on the A3000) and was up 
and running immediately. 

I'm told that any expansion de- 
vice that has been designed accord- 
ing to Commodore's specifications 
will work fine on the A3000. 

However, there are a few periph- 
erals, such as VlDl, which will not 
work with any kind of fast proces- 
sor. Unlike other Commodore ma- 
chines where the faster 680xx can 
be switched off, with the A3000 
you're stuck with the 68030, 

Adding RAM 

The standard machine also 
comes with 1 Meg of Chip RAM 
and 1 meg of Fast Ram installed 
in the form of DIP (dual in-line) 
chips. To expand the system, 
(which I'd recommend you do im- 
mediately as the computer is 
memory-hungry especially in its 
current configuration requiring 
the loading of Kickstart into 
RAM), 1 suggest pulling out the 
fast RAM DlPs and slotting them 
into the available bank of chip 
RAM sockets. 

Then go out and buy ZlPs of 
100ns speed or better (which have 
been used because they take up 
less space, since they're slimmer 
and "angled") and whack them in- 
to fast RAM bank, one meg at a 
time. 32 in total will give you 4 
meg of fast ram. 

If you get static column 
memory (SCRAM) chips, you'll 
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go faster than with the more com- 
mon page memory, because RAM- 
SEY (see above) will detect its pres- 
ence and and enable "burst" mode 
on tlie 68030, thus greatly reducing 
the time needed to access Fast Ram, 
If you use SCRAM chips, they 
should be 80 ns type or faster. 

NOTE - You could buy the new 
1 megabit ZIP chips (two per 1 meg 
of Ram) and build up 16 meg of fast 
RAM on the motherboard. 

When T enquired about this it 
seemed that the cost loading for get- 
ting 4 meg of these wa.s about 40% 
on the cost of the lesser chips, and 
since I didn't need 16 meg (yet! - 
Cm sure the time will come sooner 
than I imagine), I went the cheaper 
route. 

You can'i mix and match these 
two kinds of chips, it's one or the 
other. The next release of the manu- 
al will have all this fully explained. 

Adding a Hard Drive 

The SCSI controller is on the 
motherboard and uses much of the 
same technology as the 2091. The 
driver is wrilten for the A3000, and 
there may be .some 3 2- bit enhance- 
ments. 1 added an 83-raeg Seagate 
SCSI drive in the other 3.5" slot 
which could also take a second flop- 
py, if required. 

There were no hitches apart 
from the fact that 1 was missing the 
single-screw plate which is a good 
new design feature of the A3 000. 

A phone call to Commodore se- 
cured me one immediately, and I 
found that the holes in ihc plate to 
attach the drive were set up for flop- 
py drives, and didn't quite coincide 
with the holes in the hard disk. 

In the end, a drill was required - 
I've told Commodore about this and 
they say they'll fix the problem in 
future. The drive slotted in and fired 
up and it was straightforward to use 
the "HDToolBox" software supplied 
to prep, format and configure it. 

The "Introducing the A3000" 
book takes you through tlie whole 



procedure of installing add-ons, and 
it's pretty complete. As an aside - 
be careful with Seagate hard disks. 
There are still some on the market 
which seem to have very long self- 
diagnostic startup routines, so long 
in fact that by the time the Amiga 
wants to lalk to it, it's still not 
ready, and you end up warm- 
booting a few times to get it going. 
Seagate has since changed the nec- 
essary ROMs, so be careful about 
old stock. 

Building Your Own A3000? 

With an ECS chipset, A2630, 
A209 1 , and FlickerFixer, you can 
almost get to where the A3000 starts 
out, minus the 32 bit chip RAM and 
32 bit DMA. Also, A2630 memory 
is only as fast as the slowest A3000 
memory. There is no way to add 32- 
bit chip Ram, the Zorro lH slots, or 
the new "fast" slot. 

Or not yet anyway. Use of Nie 
Wilson's upgraded "Syslnfo" pro- 
gram on both the A 3 000 and an 
A250O fitted with a GVP 3001 
68030 card indicated that internally 
the A3000 was much faster - this 
was determined by first running No- 
FastMem to turn off all Fast 
memory and then noting the relative 
speeds. 

The 2500 system was slowed 
down to about 80% of the speed of 
a standard Amiga B20D0 while the 
A3000 was still running double the 
speed of the standard machine. This 
indicates that when you've got a sit- 
uation of not much fast memory 
left, and/or a lot of floppy disk ac- 
cess and/or any case of increased 
access of Chip ram, the A3000 will 
show its speed. 

In short, the A3000 is smaller, 
faster, has more memory on the 
motherboard, more built-in options, 
less need for expansion cards, more 
chip memory. On the other hand, it 
is less expandable. 

If you put in a bridgeboard, one 
PC expansion card and something in 
the video slot (genlock), then you 



only have one slot left. A2630 card 
users have ROMs on the card, but 
these are not compatible with the 
ROMs on the A3000 - rather, they 
are for the menu that allows you to 
switch between 68000 and 68030 
mode (plus the Amix button). They 
are 32Kbyte roms. 

Criticisms 

The 68030 and 68881/2 are not 
Pin Grid Arrays (PGAs, or socket- 
ed) but rather surface mount, which 
means that they are soldered in di- 
rectly. The oscillator is also sol- 
dered in. 

Replacing these chips with faster 
ones is almost impossible. In Aus- 
tralia, this shouldn't atTect us imme- 
diately since we'll all have the 
faster set-up, but what if we can get 
our hands on faster chips? Presum- 
ably the logical upgrade from the 
25-meg A3000 setup will be a 
68040 card plonked into slot wait- 
ing on the motherboard. 

On the schematics, however, the 
possibility of both surface mounted 
and PGA setups arc described, so it 
seems that Commodore has de- 
signed for all eventualities. 

There are no 5.25" SLOTS Once 
again, no room, but only of interest 
to BridgeBoard users, Fd say, and 
to use the A3000 for IBM work 
seems to be missing the point these 
days. Only SCSI drives are support- 
ed - there's no provision for less ex- 
pensive ST-506 drives. 

The A3000's not cheap - al- 
though that depends on your point 
of view and reason for buying. It is 
certainly better value by far than 
any alternative with similar capabil- 
ities, but at a retail price of around 
$7000 including tax for the base 
machine described above, you're 
talking real money. You'll then need 
about $830 for the 1950 monitor, 
$500 for another 4 meg of ram, and 
so it goes. You'll need a good rea- 
son to buy one of these. 
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Is it Really Faster? 

When I got the A3000, I had a 
standard issue A2500 on my desk. 
This was a perfect opportunity to do 
a few comparisons so I fired up Su- 
perBase Professional with my 
database of about 3600 names and 
had both machines fast forward 
through the entire file. Surpisingly, 
it took the A2500 7 min 25 sec to 
get through it all; and the A 3000, S 
min 8 sec. 

This was basically a measure of 
speed of data retrieval from a hard 
disk, and there xeems to be iio ex- 
planation, even from Commodore. 
Anyone got any ideas? 

According to Nic Wilson's Sys- 
Info program, the A3000 shoidd be 
1 .76 X the speed of the A2500 and 
I'm sure it is, internally. But not 
getting data off the hard disk. I'll let 
you know when I find out more. 

Conclusions 

One noted Amiga commentator 
said: "The A3000 is not the Amiga 
that enthusiasts have really been 
waiting for, the one ihat the old 
"Ranger" stories spoke of, the one 
with eight bit and 24 bit colour, 
1280 X 1024 resolution, 32 bit 
2SMHZ chip RAM bus and CMOS 
custom chips. 

"1 know Commodore (or at least, 
Commodore's engineers) want 
to make a machine like this. 
So I say: let the A4000 ru- 
mors commence!" 

1 coold agree with this -■ 
the A3 000 as it .stands is the 
current Amiga architecture 
taken to the limit. That is a 
pretty high limit, and will 
be raised with 3rd party de- 
velopments like the 
"ColourBursi" hardware 
(see this month's editorial), 
but the next Amiga should 
incorporate all of the fea- 
tures quoted above, and 
more. 

In particular, it must 
have native 8 and 24-bit 



colour to remain competitive in the 
fast developing world of "multime- 
dia". 

Capabilities such as extra half- 
bright, dynamic high-resolution, 
and hold-aud-modify let you in- 
crease the number of colors on 
screen (up to 4096 in the case of 
HAM), but they either force you to 
swap palettes on the fly, a serious 
drain on system bandwidth, or don't 
let you define each pixel indepen- 
dently. 

What About Unix? 

According to Commodore: The 
release of Amiga Unix is not tied to 
the release of the 3000 or to the 
release of AmigaDOS 2.0. 

They're working on HD flop- 
pies, which are required by UNIX, 
There are several options for adding 
these to the system, each of which 
involves "cleverness" rather than 
"new Paula". 

The 68030 contains an on-board 
MMU (memory management unit; 
necessary for running UNIX). The 
A 2620 68020 card comes with a 
separate 6S85 1 MMU since that 
functionality is not in the '020. The 
A2630 68030 card also has full 
MMU abilities, again in the CPU. 

According to info from an over- 
seas download, AMIX has had its 



first customer and it was a large 
purchase. 

The product must be shipping by 
a certain date to meet Commodore's 
first customer's contract. I've seen 
the Unix running at Commodore on 
a 2000HD, and it looks good - typi- 
cal Unix flavour. 

However, moving into the world 
of marketing Unix work-stations is 
going to be difficult for a ctimpany 
which, to put it mildly, has its ex- 
pertise well and truly in other areas, 
such as home computers. 

ft win be interesting to see how 
Commodore tackles this. Mean- 
while, the Amiga 3000 represents a 
great effort by Commodore to bring 
the Amiga up to date, and they 
should be encouraged to continue 
this trend to create the final, indis- 
putable, computer of the century. 



Tim Strachan is editor and publish- 
er of the bi-monthly mag a /.in e- on- a- 
disk, Me^adisc. This article was edited 
from the original review appearing on 
Megadisc 18 and reproduced in Profes- 
sional Amiga User maga/ine with per- 
mission of Mcgadisc publishing. 
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What you see is what you get. 
And no more. And often less. 

Amiga TeX provides a powerful giternalive in document preparation. It gfves you the 
power to iypo&et complex or long documents, especial ly ttiose ofatechnical nature 
such as user manuals or journal papers- It gives you the quality to truty be called 
typesetting. Compare it with anything else Qr\ Ihe market 

TeX provides output oJ unparalleled quality. This goes far t>eyorLd Ihe iteming and 
leading capabilities of conventional desktop publishinc; progranrts; T£X uses ligatures, 
automatic tryphenation and speclat line ar>d paragraptr breaking algorithms to yield 
typeset quality output. It can be programmed to print page numbers in English, 
automatically number disK&tte labels sequentially, or t>alance ooiuinns of text in 
different iangirages. 

TeX is not an editor but a compiler and accepts as input a standard ASCII file thsf an 
Pe prepared with your favorite editor 

li you are fair dinKum about putting words on paper, write tor your free demo disk. 



What else will provide the power, ttie tjeairty, &nd the speed you want? Move up to 
tfie power of 

AmigaTEX 

BaldonPtyUd 

17 WilkinsonStreetFLYNN ACT2E15 
Phon6(QS)259 1226-Fax(06)25S1SB5 



Did you know? 

Amtga was originally 
designed as a super-games 
machine and was owned 
by the Amiga cciipora.tion, 
which ran out of money 
before Ihe machine was 
ready market. The whole 
company went up for sale. 

Jack Tramiel, founder 
of C^oinrnodore, made a 
desperate bid to buy 
Amiga as he jumped ships 
to Atari. Although he 
missed out, advertisements 
boasting about his new 
machine were already ap- 
pearing on television - 
with none other than 
celebrity figure, Mr T. 



Professional Amiga User 



Animation 



29 



To make a 
balloon... fly 



A step by step guide 

detailing the amazing 

balloon animation 

created by Peter 

Ward for the 

Commodore stand at 

this year's SMPTE 

show. 



>- T was recently asked to create 
an animation on the; Amiga for 
the SMPTE show held in Sydney 
some months ago. 

I was soon to discover that 
time was of the essence, and, 
that 1 had a little more than one 
week to "come up with" a ray- 
traced animation which was to 
blend in with live (and expen- 
sive) video footage of a hot air 



balloon. Armed with a copy of 
time coded video footage, and 
tlie appropriate cut-in edit point, 
I was left 10 devise the anima- 
tion. 

There are really only two al- 
ternatives when it comes to ray- 
traced animations on the Amiga. 
Turbo-Silver and Sculp! Animate 
4-D. I was initially swayed to- 
ward Silver, due to the ability of 
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the program to "map" IFF im- 
ages onto three dimensional 
surfaces. 

In this case our "real" bal- 
loon had a "Commodore Amiga" 
banner draped on its side, and 
the thought of building a con- 
toured three dimensional font in 
Sculpt did little for rae. The 
dilemma was that I prefer the 
Sculpt- Animate 4 J) interface 
and the ability to create com- 
plex objects then animate them 
with a minimum of fuss and 
bother. 

Tt then occurred to me that 
the shadow of "normal" three 
dimensional text could be cast 
on the side of the balloon by 
using an appropriately placed 
lamp. Couple this with the abil- 
ity to use the many short cuts 
that Sculpt 4D can offer, the 
problem then became one of 
sorting out the details. 

Step One. 

Construction of the Balloon. 

The early version of the bal- 
loon I had used for the anima- 
tion was produced rather quick- 
ly by using several "cross sec- 
tions" and the Sculpt "unslice" 
tool. To be frank, the contractor 
was not all that impressed with 
the first version of "the" hot air 
balloon. 

Simply put, the ribs of the 
balloon were too deep, the con- 
tours in general were too 
blocky and there was not 
enough detail. Scrub version 
1.0, i had no plans to work 
from, but simply the closing 
shot on video tape, so I needed 
a method to be able to "tweak" 
the general shape of the balloon 
to make it conform to the shape 
of the original as closely as 
possible. Start on version 1.1. 

I started by using the EDIT 
ADD CIRCLE command, with 
ten points around the circle. To 
later aid tlie "tweaking" process 



I .selected all of the points in 
the circle and used the EDIT 
NAME SELECTKD VERTICES 
command, naming the vertices 
something like "ribs_inner". A 
word of warning when naming 
vertices, do not give then too es- 
oteric names, as when the list of 
named vertices grows into sever- 
al dozen descriptions, it helps to 
establish some sort of nomencla- 
ture to keep track of what the 
names describe, 

EDIT DO SUBDIVIDE was 
used to create 20 points around 
the now not-so-csrcular circle. I 
then used EDIT SELECT ALL, 
then EDIT DESELECT NAMED 
VERTICES, in this case the 
"ribs_inner" named earlier. This 
left me with the new sub-divided 
vertices, which I named 
"ribs_middle". 

By repealing the process of 
selecting, sub-dividing and nam- 
ing vertices twice more, I ended 
up with a circle made up of 40 
vertices, divided into four groups 
of 10. You could also go about 
the process by adding a circle of 
40 points to the tri-view, and me- 
thodically select and name the 
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vertices. This method is only rec- 
ommended if you have no dead- 
lines to meet, or get paid by the 
hour and never want to get of- 
fered another project. 

By pressing the ALT key in 
conjunction with any letter of the 
alphabet, Sculpt 40 will assign 
that letter to the last selected 
menu command. So after using 
the menu EDIT NAME SELECT- 
ED VERTICES command, and 
immediately pressing say, ALT-N 
will assign the naming process to 
the "N" key. Using this feature in 
conjunction with Sculpt 4D "hot 
keys" (accessed by holding down 
the right "Amiga" key while 
pressing a letter) speeds up 
repetitive operations tremendous- 

ly- 

Step Two. 

Getting into Shape. 

1 could now go about the pro- 
cess of tweaking the ribbed sur- 
face of ray balloon by selecting 
my previously named vertices 
and invoking the EDIT DO EX- 
PAND requestor (or by simply 
pressing AMIGA-X). It was then 
simply a matter of expanding 
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some of the named elements of 
the 40 point circle and contract- 
ing others to form that character- 
istic billowed section of a hot air 
balloon. It is also a good idea to 
save work to a disk at regular 
intervals as many hours of work 
can be easily lost due to small 
animals, children, wives and sim- 
ilar acts of God. 

Once happy with the cross 
section of the balloon, 1 invoked 
the SELECT CONNECTED and 
EDIT ADD DUPLICATE com- 
mands, again using the ALT-key 
combination to speed up any pro- 
cess later. After duplicating the 
cross section, the copy can then 
be moved using the "grabber" 
tool (in the tri-view). 

To facilitate accurate place- 
ment of the duplicate cross sec- 
tion I expanded the tri-view 
"windows" to their maximum 
size, and placed the copied sec- 
tion directly beneath the original 
in the "Down" window of the tri- 
view. This process was repeated 
until I had about a dozen "cross 
sections" of a now tubular 
shaped "balloon". Still, not the 
right shape, but we are getting 
there! As it would be necessary 
to later modify the colour of var- 
ious sections of the balloon, I 
then used my previously as- 
signed "key" commands to indi- 
vidually select, name and dese- 
lect each of the "ribs" of the bal- 
loon. 

By selecting individual "rib- 
sections" and using the AMIGA- 
X hot key to alter their si:tes, I 
then formed a balloon "profile" 
while looking at the north tri- 
view window. Once happy with 
the profile I SELECTED ALL 
and made use of the EDIT DO 
UNSLICE command. This last 
command basically puts a "skin" 
over the rib-sections, leaving the 
balloon almost, but not quite, 
complete. 



Step Three. 

A Splash of Colour. 

I thought the balloon was 
looking good at this stage and 
decided to add a lamp to the tri- 
view, move the observer, place 
the target and have a look. A 
quick rendering using a full 
sized image and OBSERVER 
MODE SCAN LINE PAINTING 
pointed out that the top of the 
balloon had a rather large hole in 
it! 

To fix the hole I used DESE- 
LECT ALL, then SELECT 
NAMED VERTICES (I had 
called the vertices in uppermost 
"rib" of the balloon "Rib_r') to 
select the top of the balloon. 1 
then used SNAP CURSOR TO 
CENTER, and pressed AMIGA-N 
to place a vertex in (he middle of 
the apper-most rib. 

Pressing AMIGA-B invoked 
the edge building tool, which 1 
used to methodically build up 
(yes, all 40 edges!) the top sur- 
face of the balloon. DESELECT- 
ing ALL and selecting the newly 
created center vertex allowed me 
to use the "grabber" tool to ni- 
cely "puff out" the top of the bal- 
loon. 

Simply selecting "Rib_r' and 
using the FILL tool would not 
have achieved the desired result, 
as there would not have been any 
way to subsequently round-off 
the top of the balloon. 

The balloon also needed a 
basket, plus a a bit of connecting 
rope between the two. The basket 
was easy, DESELECT ALL, ED- 
IT ADD CUBE, erase the top 
face Of the cube, select all points 
in the basket, and using the ex- 
pand tool (AMIGA-X) shrink the 
basket to size. ! then used the 
grabber tool to move the basket 
to the correct position. 

Connecting the basket to the 
balloon was made easier by the 
"logic" that Sculpt 4D uses to 
build edges in the Tri-viev*' envi- 



ronment. 

Provided no ambiguity exists. 
Sculpt 4D will lei you build 
edges (AMIGA-B) between any 
two vertices without having to 
move the mouse pointer between 
different aspects of the tri-view. 
Simply put you don't have to 
specify the depth of an edge, 
provided its length is specified 
by two unique vertices in say the 
"down" view. 

Now to add some colour. By 
selecting EDIT MODIFY FACES 
with the mouse or pressing 
AMIGA-F on the keyboard, one 
can modify the colour and tex- 
ture of selected faces in your ob- 
ject. Here is also where naming 
the ribs of my balloon earlier on 
began to pay dividends. 

With a few short ALT-key de- 
fined selections I was able to se- 
lect various named vertices 
which defined the "bands" on my 
balloon. It was then a matter of 
adjusting the RGB sliders of the 
MODIFY FACES selector to 
match the Sculpt 4D balloon to 
that of the original on videotape. 

For a finishing touch, the 
word "AMIGA" had to be placed 
oo the side of the balloon. In this 
case I used the "AMIGA" object 
from an early version of Sculpt 
3D, using AMlGA-X to re-size 
the word to the appropriate size 
and the grabber tool for object 
placement. 

Lamp placement was some- 
what more critical. The lamp had 
to cast the shadow of the word 
AMIGA in precisely the right lo- 
cation. 

To check where the shadow 
would fall, I used PHOTO mode, 
but also selected OBSERVER 
IMAGE SIZE MEDIUM to help 
speed up the time taken to render 
the image. 

Another helpful short-cut was 
to DESELECT ALL, place the 
cursor close to the relevant lamp 
and then use the grabber tool to 
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move it. 

On more than one previous 
occasion, I was caught moving a 
lamp only to discover tliat sever- 
al stray vertices iiad been inad- 
vertently selected and also 
moved to an unwanted location. 
The lack of an undo feature in 
Sculpt 4D sometimes made this 
disastrous, so DESELECT ALL 
before moving any lamps is good 
insurance. 

With a bit more "tweaking" of 
both lamp and Amiga object po- 
sitions I was able to cast the 
shadow in precisely the right lo- 
cation. Hitting F8 set the render- 
ing process in motion again, this 
time using an overscanned Photo 
mode as a final check. 

Step Four. 

Making ihe Balloon Fly. 

The opening frame of the ani- 
mation required that the observer 
be quite close to the balloon, 
looking skyward. The other con- 
straint I had to work with was 
approximately six seconds of an- 
imation was needed. 

The easiest solution was to 
use a "key frame" animation con- 
sisting of some 70 frames, the 
latter constraint imposed by "on- 
ly" having three megabytes of 
memory to work with. 

Seriously, when working with 
any moderately complex Sculpt 
4D animation, five megabytes is 
entirely appropriate, though I 
have created animations which 
have readily consumed close to 
seven megs and then some! 

Working with a hard disk and 
68020 or 68030 board is also 
mandatory, as professional video 
work requires the use of over- 
scanned images. These images 
generally take about 1 hours to 
render on a non-accelerated ma- 
chine, but can often be rendered 
in less than 20 minutes on a 
68020 board or approximately 10 
minutes on a 68030 processor. 







The use of floppy disks severely 
limits the size of any animation 
to what can be stored on the 
floppy, thus use of a hard disk al- 
so becomes mandatory. 

Matching the perspective 
from the last frame of the "live" 
video to the first frame of the an- 
imation was again made easier 
by using various hot-keys and 
user defined ALT keys. A typical 
combination I used was "T" for 
OBSERVER TARGET and 
AMIGA-0 for observer location. 

By using these and selecting 
wire frame for the rendering 
mode, I was quickly able to 
match the ray-traced "camera" 
position with that used in the 
video. 

I then matched the perspec- 
tive using OBSERVER LENS 
SPECIAL, and tried various fo- 
cal lengths and observer posi- 
tions until I found a matching 
combination. Once happy with 
the result, f began the animation 
process by selecting PROJECT 
LOAD TAKE. 

After typing in an appropriate 
title to my animation, to which 



Sculpt will reply, take not found, 
create new one? or words to that 
effect, the next step was to EDIT 
MODIFY TAKE, and specify 70 
frames for the length of the ani- 
mation. 

Clicking on the GLOBAL 
gadget in the modify take re- 
questor reveals FRAME a.s the 
take mode. By specifying frame 
one as being a 'key frame" and 
clicking on "O.K." the contents 
of the tri-view can then be saved 
to describe the position of the 
observer, objects, lamps and 
characteristics of everything else 
in the first frame of the anima- 
tion. 

Returning lo the tri-view, I 
then moved the observer skyward 
and away from the balloon, while 
also changing the lens focal 
length to an extreme wide angle. 
EDIT MODIFY TAKE again, 
move from GLOBAL to FRAME 
requestors, and specify frame 40 
as a key-frame and save the key 
frame scene. Click O.K. and 
back into the tri-view. By speci- 
fying subsequent changes to the 
tri-view as being "key-frames" 
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4moA 




We start with a close 

up of a hot air 

balloon, with the 

familiar AMIGA logo 

on its side.. 




...then move vertically 

upward, pan down and 

dolly back.. 




..and the sky begins to 
change colour, the 
balloon takes on a 
metallic sheen then 

turns into a mirrored 
object as we move 

futher back to reveal 

the word AMIGA 
floating in mid air. 
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Sculpt 4D aiiLomatically works out 
the changes tor the in-factween 
frames. 

Timing of the transitions is 
specified by the number of frames 
"in between" the key frames. So 
playing back at say 15 frames per 
second, a transition of observer lo- 
cation over 30 frames will take ap- 
proximately two seconds. 

Using this process T specified 
about six key frames in the 70 
frame animation. At various key 
points global variables such as 
SKY COLOUR were changed, so 
that from about key frame 45 
through 70 the sky changed from 
bright blue to deep red, with only 
the beginning and end colours 
needing to be specified. 1 also 
changed the texture of the balloon 
in the animation from a dull sur- 
face to a mirrored object (using 
AMIGA-F). 

Texture changes in Sculpt, 
sadly do not gradually change 
over a series of key frames. 
Should the surface of an object be 
dull in Key frame I and, say, 
metallic in Key frame 20, the 
change will not take place until 
frame 20. After making a few oth- 
er changes, the animation was 
nearly ready for final rendering. 

Before rendering the final ani- 
mation, it pays to DELETE ALL 
IMAGES in the MODIFY TAKE 
requestor, as any key frames pre- 
viously rendered will cause cither 
the colour palette to lock around 
an inappropriate group of colours, 
or the animation will come to a 
grinding halt should it find any in- 
consistencies in the rendering 
modes used for any of the images 
in the animation. 

I also recommend using ANIM- 
5 for the RAM animation format 
in the MODIFY TAKE requestor, 
as, despite what the Sculpt manual 
says, the final animation file size 
is not only smaller but also ren- 
ders and plays back more quick- 
ly. 



It is always a good idea to 
PREVIEW any complex anima- 
tion sequence using the MODIFY 
TAKE requestor. This will render 
the animation in wire frame 
mode and can often reveal prob- 
lems with motion paths in a mat- 
ter of minutes rather than days. 

Once happy with the wire 
frame rendition select MODIFY 
TAKE, click on RENDER ALL 
and forget about using your 
Amiga for a day if you have a 
68030 board, or a week if not. 
There is one other advantage of 
using the ANIM-5 animation for- 
mat. It can be used by just about 
any other paint or animation pro- 
gram for subsequent touch up 
work. 

The first thing that can strike 
you about PHOTO mode anima- 
tions is not so much that they 
can look incredibly realistic, but 
also can consume vast amounts 
of memory. Apart from memory 
limitations for RAM playback, 
this can prove to be a problem if 
the animation needs editing, us- 
ing packages such as Animagic 
or Photon Paint 2.0. Problems 
can be overcome to an extent by 
selecting SAVE IMAGES in the 
MODIFY TAKE requestor before 
RENDERing ALL, 

No matter how long the ani- 
mation, using this option allows 
individual frames to be loaded 
into a paint program. Using just 
such an approach I loaded (one 
at a time) all 70 frames of my 
balloon animation into Photon 
Paint 2.0, removed the occasion- 
al stray black pixel (an artifact 
of the 4096 colour limitation of 
the Amiga) and painted in a few 
extra details. 

One important feature not ex- 
actly mentioned in the Sculpt 4D 
manual is: provided the naming 
of the file and colour palette of 
individual frames lias not been 
changed from the original ren- 
dering, then the animation can be 



re-rendered after any or all of the 
frames have been modified using 
a paint program. 

Sculpt 4D when rendering an 
animation, searches for appropri- 
ately named image files. Provid- 
ed they are all in the current ani- 
mation directory, the program 
will go straight into compressing 
the images, with no further ren- 
dering taking place. This feature 
IS also of great benefit if a par- 
tially rendered animation has to 
be aborted, then re-commenced 
at a later time. 

Simply put, if the program 
had stopped rendering after 
frame 30 and provided the im- 
ages were not moved to a differ- 
ent directory or the animation al- 
tered in any mode, it would start 
re-rendering at frame 31. This is 
a big plus if each image takes 
several hours to render! 

The end result? 

We start with a close up of a 
hot air balloon, with the familiar 
AMIGA logo on its side, then 
move vertically upward, pan 
down and zoom out, we dolly 
back (if such a thing can be done 
in mid-air) and the sky begins to 
change colour, the balloon takes 
on a metallic sheen then turns in- 
to a mirrored object as we move 
further back to reveal the word 
AMIGA floating in mid air. 

A highlight (painted using 
Photon Paint) glistens on the 
word Amiga, and the sequence 
repeats. The whole project in- 
cluding object creation, motion 
description, Photo mode render- 
ing and touch up took about 50 
hours. 

To be critical, the resulting 
six seconds of computer anima- 
tion could have been improved, 
but then I only had a little over a 
week, and I can't think of anoth- 
er PC under $5000 that could 
have been used to even attempt 
the project. □ 
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The Perfect Partner 

Canon's Ion 
Camera 



Desktop video, 

multimedia, database 

picture acquisition and 

desktop publisfiing; a 

few of many 

applications for 

Canon 's still video 

camera, the perfect 

partner for the 

Professional Amiga 

User. 

>■ Until now, getting still images 
into your Amiga involved digitising 
through a video camera, scanning 
using an expensive tlat-bed scanner, 
or frame -grabbing from video. All 
these methods require you either 
have the object to be photographed, 
or have already committed an image 
of it to an existing media. The 
Canon still video camera offers a 
speedier, high quality alternative - 
which in the long run can also work 
out less expensive. 

Not much larger than a normal 
instamatic camera, the Canon Ion 
still video is a smart looking device. 
It has a solid heavy feci, and quite a 
number of extra buiton.s and ap- 
pendages. A small LCD display tells 
you which shot you're up to. The 
camera has a number of operating 
modes including delete, play-back 
and record. Images can be taken in 
continous succession, or after a 
short time delay lor self portraits. A 
small red LED in the view-finder 
lets you know a flash is required. 
The flash can be set to autoinatic or 
manual. Focus and video white bal- 
ance are automatic. 

Powered by a rectangular rechar- 



By Andrew Farrell 



gable battery - of which two are 
supplied - one is kept in the power 
pack charging up ready for your 
next photographic escapade, the 
Canon is a fully electronic device. 
Images are stored as still video 
shots on a two inch diskette which 
is carried in the camera. Fifty such 
stills can be stored on a single disk. 
The images arc not stored digitally, 
but as a video frame. To transfer 
them into your Amiga you will need 
a digitiser or frame-grabber. 

The difference in the end qual- 
ity, compared to traditional image 
capturing devices, is that the image 
is not subject to poor lighting condi- 
tions during digitising, or by motion 
blurring during a frame -grab from 
video. Unlike scanning, there's no 
need to pay or wait for a colour or 
black and white print. The resulting 
digitised pictures can be used in a 
presentation, to create artwork or be 
stored in a database. 

Desktop Publishing 

If captured using Digiview and a 
colour splitter and saved as a 24 bit- 
plane image, or using Fram.egrah- 
ber 2.0 in 8-bit planes, the data can 
be used to produce 16.2 million 
colour or 256 grey scale pictures re- 
spectively - ideal for desktop pub- 
lishing. Certainly professional qual- 
ity. The only hmitation is the size of 
the image, which will vary depend- 
ing on the line density at which the 
final images will be reproduced. 
Some examples are included oppo- 
site. 

In our first issue, opposite the 
contents page and on the front cover 
were a number of pictures taken us- 
ing the Canon. All turned out rea- 
sonably well, although the front 
cover suffered from a dreadful black 



Cynnon Ion Ciiiuera Spccificatton^ 

Type: Electronic kii.s-shuttei' camera 

Image Pk±iip UevicE: l/2iiiehCCD(7Sfipiiels 

horizoQTaiiy) 

Recording/Playback Mode: Fictd mode 

Video Signal: PAL colour fonnat 

Recording Medium: Still Video floppy disk 

LA^ns: Builr-iii, fixed-focus type with niacro 

mectianism tor extreme clcse-ups at 3ncm. 

Fociil LengtliyAperture: 1 1mm (equivalent to 

6CJmm on 35iiim cameras ), 1/2.S. 

ShooliDg Dlstiincc Range: ijii to infinity (30cm 

fiTom CCD image pickup surface in 

macf opliotograpliy) . 

Vicwfindcr: Real-image secondary imaging fmder. 

Magnification: 0.55x. Finder overage: 84%, 

Dioptric adjiLSienl: -4 diopter to +2 diopter. 

Light Metering System: Ft;cdt>ack AE with 

extemai photomelrie sensor and CCD signal. 

Exposure Mode: Program AH (I/3f) sec, f/2.8 to 

1/500 sec, f/22) 

Metering Range: EVS to EVIS (equivalent to 130 

100) 

Expo.<ture Coinpen.sation: +15 EV (via expo.sure 

etimpensaLion huLUm) 

Flash Sync Speed; 1/125 sec. 

White tialunce: Automatic tratking system 

Shooting Mode: SiDgle-imug& and continouy (3 

images/.^ec.) shooting. 

Self-timer: 10 second delay. 

Flasb: l^tiilt-in. iight-ainoiint adjusting type, 

Flasli mode: Auto (at EV8 or below), 0N/On=. 

Flash-coupling range: Within approK .^m. 

VidettOutput: lYp-p,75Q,unbalanced[2,5ii!tnO 

mini-jack). 

HoriEunbti Resolution : Recording/Playback: 300 

TV lines (min.) Playback: .150 TV lines (min.) 

Playbaek Function: Playback singic image or 

continuous imiges (approx 4 imaged/sec.) by means 

of Forward or Reverse buttons; playback 

automaiically cancelled wben siri^c-image display 

exceeds 2 minutes (when using Batlcry Pack 

BP-4P) or 15 minutes (when using Battery Charger 

BA-24P/AC Coupier AV-C25> 

Frasure Function; Single-linage erasure 

KCl) Panel: 7-segment, 2 digit LED alphamimeiic 

and mark ligliting or blinking for track number, 

shooting mode, disk condition, battery condition 

error. 

Vievfinder Inforntation: LED glows for 

flash-cliarging completed or blinks for out of (he 

low-lonunance interlocking range^ flash ciiarging. 

Warning: macrophoTogt^phy. 

Uis k I n ilialixaCion : Nonual mode; Head 

auiornaiieally sels to the emplty track next to last 

(highest ntimbcr) f^corded track. 

Insert tnode: Head manually sets to a recordable 

track wilt] FtiiTvaid/Reverse butliirns 

Power Source: Cannon BaUiny Pack BP-4P 

(exclusive lead-acid ballery. KV.lOOmAh) 

Battery Life: Recording: Apprtix 800 images 

without flash use. Approx 200-300 images with 

25% flas ttse (at 25 degrees C when fitly charged). 

Playback: Approx 10-15 minutes (at 25 degrees c 

when fully chained) 

Pripnd Socket: Provided on the optional Action 

Grip AG-C25 

KxternJil CoJour: Ivory white or black. 

Dimensions (WxHxD); 142 x M.SxlObmm 

Weight: 475g (without battery) 490g (with battery) 

• All daui arc based on Cajicin'H Standard Test 
Mediod 

• Subject to change without notice 

• This camera coufomts to the Still Video floppy 
system agreed upon by Ehe Bleetronie Still 
Camera Slandaidizalion Committee. 
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Edwin Huang, Bx-Commodore marketing manager, 

snapped during the A3000 launch at the 
Commodore stand during the Sound and Vision 
Show (SMPTE)atthe Sydney Showground. 




Meiissa J ordan, from the Software Bakery, during 
her lively demonstration of Bars and Pipes - also 
at the Sound and Vision Show. Rumour has it that 
Edwin Huang is now working for the Software 
Bakery in the United States. 




Tim Strachan, smiling profusely after we decided 
that since he published a good review of our first 
issue in Megadisc 18, we would stop sending him 
virus ridden disks. 



mask which made the A 3000 keyboard shot ap- 
pear very dark. I've found that once you've got 
the image into the Amiga you will need to carry 
out some processing before inserting the data into 
your folio. Most i mages need to have the Art De- 
partment's gamma correction facility used to im- 
prove the overall brightness. 

Grabbing using Digiview is slow, requires a 
colour splitter for colour shots, and is general iy 
difficult to predict the end results of each digitisa- 
tion until the entire image has been captured. Us- 
ing the Progressive Peripherals Framegrabber 
you can preview an image before grabbing, which 
only takes a few seconds anyhow. By comparison, 
the Framegrabber will cost you about twice the 
price of an equivalent DigiviewlCoXoMV Splitter 
setup, however the software is far more elegant 
and the process considerably quicker. 

Multimedia 

Grabbing images for multimedia applications 
is easy when you can go to the object or scene, 
take the photograph and return to your office to 
digitise the still. The resulting quality, providing 
the scene is reasonably well lit or you use the in- 
built flash, is excellent. Production times are re- 
duced, especially if a high speed digitising device 
is used to grab the images. 

Additionally, using an RS-232 interface, the 
new separate Canon still-video replay device can 
be controlled for presentations and multimedia 
productions. AmigaVision and Showmalier could 
both drive the device using an AREXX port or 
CLI commands. 

How it Worlts 

An electronic lens -shutter ushers Hght into the 
Canon through the usual series of lens options, in- 
cluding a small 11mm telephoto fixed-focus at- 
tachment. The picture is focused on a tiny 7 x 
5mm 'charged coupled device' (CCD). Although 
so small, a horizontal resolution of 786 pixels is 
produced. The CCS converts the image into elec- 
trical signals which are then stored on the floppy 
disk. Full PAL compatible colour video .stills are 
stored. 

The entire process is very fast, enabling rapid 
shooting at up to three pictures per second. Flash 
photography and macro shots are possible. Once 
you've got all the right angles, the results can be 
viewed on a standard television by means of the 
RF adaptor. Alternatively, you can connect the 
composite video signal into your 'VCR or comput- 
er. 

Each disk can be deleted and reused. Individu- 
al shots can be erased by pressing a combination 
of buttons which ensures vou won't lose shots ac- 
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cidentally. Pressing the review and record buttons 
together will place the nex.t blank frame ready to 
be filled witli a new image. In this way you can 
easily selectively delete shots when viewing the 
images, and then retum to the job of taking pho- 
tos, able 10 jump around the disk and happily fill 
the blanks. 

A Consumer Device? 

At over $1000, the Ion makes an expensive 
camera. I tried to imagine how the average con- 
sumer might use the device without a computer. It 
turned out to be useful when we were looking for 
a new home to rent. After visiting a number of 
flats in a variety of suburbs, it is easy to find all 
the kitchens, lounge rooms and balcony s turning 
into one big home. 

However, with the Canon slung over my shoul- 
der, a quick snapshot of rooms which mattered 
and the views off each balcony - all of which 
could be reviewed the same day as soon as we ar- 
rived home, proved to be invaluable for making an 
informed decision. No doubt, real estate agents 
would find this facility useful for helpmg sell a 
property to the client without so much driving 
aromid. 

There is no easy way to turn the captured im- 
ages into a standard colour print, however, some 
well equipped bureaus now offer a service where- 
by Canon still video images can be printed on a 
high quality colour photocopier. The results are 
acceptable for cataloging your collection. 

Disks are certainly a lot less hassle than film. 
You also save money on processing. Like a video 
camera, I found it was great fun reviewing shots 
from a day'.s outing as soon as we arrived back 
home. Still, a rather extravagant use of such an 
expensive device and something for which a video 
camera would probably make better sense. 

Conclusions 

In use, the Canon proved to be reliable and 
functional. The rechargable batteries lasted well, 
and the video stills always looked good. The cam- 
era has great novelty value at gatherings. Best of 
all, it saved us time and money in producing this 
magazine. Over a period of months, the camera 
would eventually pay for itself as an alternative to 
4" X 3" black and white prints. Fantastic potential 
as a multimedia input and playback device. Canon 
are gearing up as a serious participant in this 
growing market area. 

Recommended Retail Price 

$1299 

For further information 

call Canon on (02) 805 2000 




-* Using FraraeGrablier 2.0, 1 captured a series of images which 
arc automalically placed in consecutive positions by the 
FraineGrabber 2.0 software. These pictures were taken in the 
continuous shoot mode which takes around three frames every 
second - ideal for generating simple animations. 



DESKTOP VIDEO 
EDITING SUITE 

S-VHS and Hi-8 VCR's 
Panasonic MX- 12 Production mixer 
Video and Audio Digitizers 
Amiga 2500 plus Neriki Y/C Genlock 
Comprehensive Software Library 
Tuition Available 

Casual Hire $20.00 per hour 
Daily hire (10am to 5pm) $100.00 

Phone 
InterFormat Video 

(02)792 1193 

or write 

P.O. Box 348 

Padstow NSW 2211 
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Jumping graphic 
formats 



There is now a 

considerable amount 

of commercial 

grapliics and desktop 

video software 

available for the 

Amiga, but we always 

seem to crave for 

more. It also seems 

that the 'new' 

releases can never 

arrive fast enough to 

satisfy our needs. 

>■ But there is a wealth of graph- 
ics-related software available to 
all users if they care to 
look,. .Shareware. "Oh, no! Not 
Public Domain stuff?!" 

Well, yes and no. Shareware 
is released to the public with cer- 
tain conditions attached, if you 
use a program then you are 
obliged to forward its creator a 
small sum of money, (usually 
$10-$20). 

The majority of shareware de- 
velopers produee their master- 
piece, usually at home in their 
own time, without any backing 
from corporate software distribu- 
tors. The shareware principle is a 
good idea in theory, 'try-hefore- 
you-buy', but unfortunately there 
are very few end-users who will 
honour an author's request for 
monetary compensation. 

Without such dedicated devel- 
opers the Amiga would be with- 
out programs like VideoScape-3D 



by Allan Hastings (Aegls/Oxxi), 
Sculpt-4D by Dr. Eric Graham 
(Byte-By-Byte), and Edit Deci- 
sion List Processor by Mike 
Beiro (Microll[usion.s), all these 
started life as Shareware pro- 
grams. Listed below are four ex- 
cellent graphics-related Share- 
ware utilities that have capabili- 
ties not found in the majority of 
commercial Amiga software. 

ANIMATION BRtDGE 

Copyright © 1990 by Ron 
Tarrant and Mythra-mations Ani- 
mation and Software. Although 
there is a standard for IFF anima- 
tion files, (referred to by most 
people as ANIM-5 or Anim opt 
5), a lot of reader programs and 
editor/special effects packages 
have problems with the varia- 
tions of the format. For instance, 
some readers allow changing the 
colour map 'on the fly' while the 
animation is playing, others tend 
to abort, or even worse, crash if 
they find more than one colour 
map in a single animation file. 



by Dennis W. Nicholson 

These problems WILL eventu- 
ally be fixed by the companies 
who have released the original 
products, but in the meantime an- 
imators still have deadlines to 
meet and cannot waste time 
pulling animations apart and re- 
assembling them in order to get 
from one program to another. En- 
ter Animation Bridge (AB ridge), 
the interim solution. 

When you are working on an 
animation that starts in a 3D ren- 
dering package, such as Sculpt- 
Animate 4D, and goes into a 
combination paint/animation 

package, (Deluxe Paint III) for 
some touch-ups, then moves into 
another program to have some 
special effects added {AniMag- 
ic), it can be frustrating for you 
as an animator when one of these 
programs will not load your ani- 
mation file, or won't do the work 
required, because of some bit of 
information that is either missing 
or extraneous. 

ABridge addresses these prob- 
lems of going between the vari- 
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ous readers/editors of animation 
files. The program was designed 
to detect problems mainly with 
OVERSCAN anim files used in 
the following programs, 

Videoscape-SD, SculptAnimate- 
4D, Deluxe Paint HI, Animation 
Station, Photon Paint 2.0, Cel 
Animator, Animation Editor and 
The Director. Another thing 
AB ridge can do for you is strip 
out excess data from a Deluxe 
Paint HI anim file. Deluxe Paint 
III sometimes saves large amoun- 
ts of data that have to do with 
environment, (possibly Stencils, 
Locked Backgrounds etc). 

One anim file in particular 
that was tested during beta- 
testing was over 900k before be- 
ing processed by ABridge. After 
doing a conversion to Deluxe 
Paini HI format (effectively 
'converting' to the same format 
we started with) the file was just 
over 700k in length, ABridge had 
found and stripped out over 250k 
of unnecessary data! 

If, for example, you try to 
load an anim file from 
Videoscape-3D into Deluxe Paint 
III you will be presented with an 
error message. Likewise, Ani- 
Magic files will cause problems 
for Deluxe Paint III, although 
the error encountered is differ- 
ent. Both of these problems are 
easily corrected by ABridge. The 
program has an easy-to-use inter- 
face and comes supplied with an 
extensive 'on-disk' manual. 

ARexx capabilities are also 
included. The shareware cost for 
ABridge is $20.00US, a smail 
price to pay for such a big time- 
saver, especially if you are using 
it to help you earn money as an 
animator. A working version of 
ABridge is available on Fred 
Fish Disk No:359. 



^HAMLAB vl.O 

yk Copyright 1990 J. E. Hanway. 
The purpose of HamLab is to 



read 'foreign' graphic images, 
especially those created for high- 
resolution, deep-bitmap displays, 
and convert them to the Amiga's 
Hold-and-Modify (HAM) mode, 
while trying to preserve as much 
of the original's quality as possi- 
ble, HamLab' s Workbench inter- 
face allows for easy conversion, 
and the resulting HAM pictures 
can be displayed and saved in 
IFF format for importation into 
HAM paint programs, such as 
NewTek'.s DigiPaint. 

Translation filters are provid- 
ed with the program for GIF, 
Atari ST, Spectrum 512, and 
MTV ray tracer files. New filters 
can be added by simply adding a 
text line to a pre-existing config- 
uration file. HamLab uses 24-bit 
RGB for nearly all intermediate 
calculations, and has a Boustro- 
phedonic Floyd-Steinberg error 
diffusion (whew!) option which 
significantly improves the qual- 
ity of some images. 

In my opinion, it produces 
quality pictures that equal or ex- 
ceed the best that I've seen, in- 
cluding ones made by ASDG's 
'The Art Department'. In many 
cases, I think that the results 
look as good as, or better than, 
Dynamic-HAM files, without the 
disadvantages of either. 

Using HamLab can literally 
open the doors to many, many 
thousands of specific computer 
image formats available on bul- 
letin boards all over the world. 
For a disk with the complete ver- 
sion of HamLab, including the 
latest set of input filters, and ex- 
ample filter source code, send 
$15.00US (plus postage) to: J. 
Edward Hanway 149 Scotch Pine 
Drive Rochester, NY 14616- 
1668 USA 

LOAD IMAGE v1.11 

Copyright 1990 by MXM. 
Written by Olaf Barthel. This 
small program (25k) has a lot of 



quite remarkable features the au- 
thors of other readers did not 
even dream of. Loadlmage loads 
anything that looks, smells and 
tastes like an I FF-ILEM file, 
even Extra HalfBrite and HAM 
are handled correctly. 

It will accept overscanned 
pictures which require 1 Meg of 
chip ram, and you can scroll 
around in the bitmap if the pic- 
ture is larger in size than the cur- 
rent display. It also takes care of 
the machine it is running on, for 
example, PAL images will re- 
main PAL images on a PAL 
Amiga, and will be transformed 
into NTSC-images on an NTSC 
Amiga. 

The program supports colour- 
cycling and can display multiple 
images, that is, you can enter 
more than one file in the com- 
mand line. You simply hold 
down the Shift-key and select the 
icons of the images you wish to 
load, then double-click on the 
Load Image-icon. Load Image al- 
so includes graphic dump func- 
tions. Select any area of an IFF 
image you wish to print out and 
off it goes! 

An Arp interface can also be 
made resident. Load Image vl.ll 
is on Fred Fish Disk No:355. 




GSFtoRGBvl.O 

Copyright (c) 1990 by Steve" 
Schraidtke. This program was de- 
signed to take care of the fring- 
ing problem when GIF (Graphics 
IntcrFace) displaying programs 
on the Amiga try to display GIF 
images in H.AM mode. 

To get around this problem, 
GIPtoRGB is not a displaying 
program in itself, It is a compan- 
ion program to the digitizing 
software Digi-View. Please note 
that you do not need the hard- 
ware setup to make use of 
GlFtoRGB, but you do need 
Digi-View version 4.0 software 
because the format GIPtoRGB 
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saves is Digi-View's 24 bitplane 
RGB-IFF file?. 

This format has the advantage 
of being simpltsr lo represent GIF 
information in than the earlier 
formats oi Digi-View. The results 
of procesKing a GIF image 
through Digi-View are phenome- 
nal, fringing is virtually nonexis- 
tent, eKpecially for words super- 
imposed on the image that were 
almost unreadable before. Of 
course, the best results are 
aehieved when the GIF image 
has many colours, the more 
colours an image has, the more 
closely it will mimic the real in- 
put of a digitizer, and the better 
job Digi-View will do in process- 
ing the image. 

The author, Steve Schmidtke, 
asks for those of you wishing to 
express your interest in updated 
versions of GiFtoRGB, possibly 
with a graphical interface, and 
its own image processing rou- 
tines (such as brightness, con- 
trast, using the mou.se to clip 
from a displayed GIF, saving, 
loading to and from multiple for- 
mats such as GIF, IFF, RGB 
etc), to please forward him a do- 
nation, or even just disks with 
graphics-related items of interest 
(public domain of course!) to, 
Steve Schmidtke, 15 Gilanna st. 



Stoney Creek, Ontario, L8G 3X4 
Canada. 

And now for some 'cannot 
wait for this one' news. 

COLOURBURST 

This is an ALL- 

AUSTRALIAN product that is 
about to blow the pixels out of 
the overseas competition! A full 
24-bit Video Paint Box system! 
ColourBurst will give Amiga 
users a total of 16.8 million to 
render images. Coupled with a 
24-bit video digitizer (like Digi- 
View by NewTek) you will have 
a fu!l-on image processing sys- 
tem for the Amiga. 

The ColourBurst hardware is 
about the size of a pack of 
cigarettes and plugs into the 
Amiga (500, lOOO, 2000, 2500) 
where the monitor connects. The 
monitor (or genlock) then plugs 
into the ColourBurst unit. The 
hardware will support the follow- 
ing screen resolutions, 320 x 
256, 352 X 290, 320 x 512, 353 x 
512 Display modes, 256 colours 
from a palette of 16.8 million in 
full resolution (8 bits per pixel) 
16,8 million colours ON- 
SCREEN in full resolution (24 
bits per pixel). 

Too good to be true? Jusl 
wait! I've seen what this unit is 



capable of, and when it's 
released (before the end of 1990) 
you WILL be cueing up at the 
counter to purchase one. The 
price you ask? I'm sworn lo se- 
crecy at this stage, let us just say 
that it's going to give Digi-View 
a run for its money! 

Before I end this article let 
me take you back 23 years to 
1967, the year .Australia's then 
Prime Minister, Harold Holt, dis- 
appeared off the Portsea coast- 
line while .swimming, the year 
the Beatles released Sergeant 
Pepper's Lonely Hearts Club 
Band, and the year China explod- 
ed its first H-bomb. 

I had just reached the age of 
15 and was an avid reader of the 
British boys weekly magazine 
Eagle. An article in one of the i.s- 
sucs of the time caught my atten- 
tion, so much so thai I cut it out 
and kept it. It makes entertaining 
reading of 'Futures Past'. 

THE FUTURESCOPE - LOOK- 
ING INTO THE WORLD OF 
TOMORROW 

How would you like to be 
able to solve any matheinatical 
problem in a fraction of a sec- 
ond, summon any page of any 
book or newspaper instantly be- 
fore your eyes, have all factual 
information known to man at 
your fingertips, all without leav- 
ing your own living room? 

This fantastic dream of scien- 
tific achievement may come true 
by the 1990s if a plan now being 
worked on by top scientists in 
this country (UK) and the USA is 
successful. 

These scientists are now be- 
ginning to realise that the won- 
der invention of our age, the 
computer, has so far been used in 
only a liny, highly specialised 
field and the time has come to 
think about putting it where it 
may be of most benefit, right in- 
to the homes of ordinary citi- 
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zens. (Love this bit!) When your 
first domestic computer is car- 
ried in by the delivery men in the 
1990s, you can ask them to take 
away with them your TV set, 
your telephone, your electricity 
and gas meters, and your type- 
writer, tape recorder and record 
player. 

All these things will be as out 
of date as the gas lamp is today, 
for the computer will control all 
power supplies to your house, 
your videophone link and multi- 
channel TV signal. 

At the moment a computer ca- 
pable of doing what the scien- 
tists have in mind costs more 
than most men earn in a lifetime. 
The computer itself will proba- 
bly look like a cross between a 
TV set, a telephone and a type- 
writer, and wc won't have to ac- 
tually to buy it, anymore than we 
buy our telephones today. We 
will pay a quarterly bill accord- 
ing lo how often we use it. 

And speaking of paying for 
things, there will be no nfeed to 
carry money around any more. 
Any financial transaction will be 
done in a fraction of a second by 
credit transfer from one central 
bank account to another. All you 
have to carry round with you will 
be your own secret account 
code." 

Was this writer the Nostrada- 
mus of the 1 960s? We may smile 
at this aged article, but heed my 
words, folks of the future will 
fall off their hover chairs in fits 
of drug-induced laughte-r when 
they dig up an ancient Amiga! 
Hopefully they won't break their 
bottle of conrtputer capsules., .you 
know, the ones you will swallov^f 
to boost your memory capacity! 

Dennis Nicholson is (he Edi- 
tor of Graphics-Palette, the 
graphicslDTV disk-zine for the 
Amiga. 

Q 
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Making the Most of the 

S-VHS Advantage 



With its 640 X 400 

graphics resolution, 

brilliant colours, and 

video ready 

architecture, the 

Amiga is an ideal 

partner for S-VHS. 

But how can you be 

sure you're really 

tal<ing full advantage 

of this new crisp 

format? 

> The S-VHS format was intio- 
duced a couple of years ago promis- 
ing super picture clarity with its 
400+ lines of resolution and superb 
colours with Y/C (Y - Luminance, C 
- Chrominance) component signal 
processing. 

It was touted as the U- 
maticA'^HS replacement form at and 
many video producers converted to 
S-VHS while others looked on won- 
dering whether tliey should also get 
onto the 'Here we go again' format 
roundabout. 

S-VHS has had its knockers 
from the start, simply because it is 
an extension of the VHS format; but 
here the similarity ends. Some S- 
VHS users have obtained poor re- 
sults while others have produced 
stunning footage rivalling Betacam 
and other broadcast formats. In this 
article we'll look at the S-VHS ad- 
vantage, check the pitfalls and look 
at a V/C component genlock for the 
Amiga computer. 



The S-VHS Advantage 

What IS the S-VHS advantage? 
Ask any JVC (the S-VHS origina- 
tors) or Panasonic dealer and they'll 
give you a list as long as your arm - 
but briefly here are the major ones. 

400-I- Line Resolution 

This is the S-VHS's main claim 
to fame. To achieve this major im- 
provement in picture detail the lu- 
minance signal band width that de- 
termines horizontal resolution was 
altered from the conventional 
3.0MHz to 5.0MH2. Hence even 
strands of hair and the finest of 
Amiga titles arc seen clearly. Any 
equipment used to process S-VHS 
must have at least a 5.0MHz band 
width to maintain this luminance 
quality. 

Improved Signal to 
Noise Ratio 

Another reason for the improved 
picture quality is the much im- 
proved S/N (signal to noise) ratio 
brought about by using non-linear 
sub-emphasis circuits and by having 
the luminance signal in a higher and 
broader frequency band. 

Separate Processing of Y/C 
Video Components 

This feature is at the heart of the 
S-VHS technology. Whether it be 
recording or playback separate Y/C 
processing prevents significant 
video signal deterioration. The S- 
VHS format directly processes the 
separate Y and C signals whereas 
the inferior VHS format first passes 
the Y/C composite signal (Y/C com- 
bined) through a filter to separate it 



by Don Sforcina 

into theYand C components before 
processing them. This filtering pro- 
cess is performed by any composite 
signal processor in order to provide 
a Y and C signal output. As a result 
the Y (luminance) signal degrades 
and the associated problems of dot 
interference and cross colour distor- 
tion occur. These problems are not 
evident to any degree in S-VHS. 

Special S-VHS 
Tape Development 

The higher frequency and wider 
band width of the S-VHS signals re- 
quires multi- layer tape technology 
together with smaller magnetic par- 
ticles and a smoother contact sur- 
face. 

Newly Developed S-VHS TVs 
and Monitors 

The clarity of S-VHS images is 
only completely evident when using 
S-VHS high resolution monitors 
and TVs. The Amiga monitors with 
separate Y/C inputs make an accept- 
able S-VHS monitor. 

Unfortunately, one drawback is 
that even poor video appears okay 
on an S-VHS monitor therefore giv- 
ing you a false impression as to its 
quality. A better approach is to use a 
lesser quality composite monitor in 
parallel with an S-VHS monitor to 
show the final result. To make the 
point further, brightly coloured 
Amiga titles will appear okay on a 
S-VHS monitor but bleed exces- 
sively on a composite monitor. The 
latter result is probably the one 
most clients will sec in the end 
product particularly in that the final 
dub wi 1 1 be to the VHS format. 
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Improved Head Design and 
Drive Mechanisms 

Along with the electronic design 
improvemcnls have arrived many 
mechanical developments. The head 
drum design is one such area of at- 
tention. The S-VHS format requires 
a more precise tape transport with 
smoother contact with the head 
drum. 

VHS Compatibility 

When the majority of Australian 
homes own a VHS player this is an 
enormous plus for S-VHS. One set 
of equipment can be used for edit- 
ing and for VHS dubbing too. 

Improved Sound Quality 

If you thought the picture qual- 
ity was superh then listen to the 
great sound. With a dynamic range 
of better than 87dB the .sound qual- 
ity is CD standard in hi-fi mode. 

Tiie S-VHS Pitfalls 

The biggest problem facing in- 
experienced users of S-VHS is that 
of dropout. When playing a S-VHS 
tape dropouts can appear as hori- 
zontal bars of hash on the screen, 

Ttie Quality of S-VHS Tape ■ 
Dropout Problem Number One 

.As with any product there are 
good ones but there are also better. 
Through experience T have found 
tliat tlie better tapes arc TDK XP 
and FUJI H471S. The JVC and the 
new PANASONIC tapes are also ac- 
ceptable. There definitely is a dif- 
ference in dropout characteristics 
between the brands, A poor quality 
S-VHS tape used on professional S- 
VHS equipment will not give satis- 
factory results, ' . ' 

Dust! Dust! and More Dust! - 
Dropout Problem Number Two 

I've often been sliooting in what 
1 would consider good conditions 
and replayed the S-VHS tape and 
found the result to be unacceptable. 



Dropout of massive proportions af- 
fected just about all the footage. 
The problem, invisible airborne dust 
and pollen being attracted to an 
electrostatically charged milar tape. 
The antistatic tape backing reduces 
but does not eliminate this effect. 

The solution, make sure the 
video camera, whether domestic or 
professional has adequate airtight 
scaling. After examining all the pro- 
fessional S-VHS cameras at the 
Sound & Vision show in Sydney re- 
cently none had adequate airtight 
sealing. The S-VHS format is very 
sensitive to dust contamination as 
are other professional fonnats and 
with more stringent head/tape criter- 
ia airborne dust is a real problem. 
Excellent S-VHS results can be ob- 
tained by observing a few rules : 

a) As above - make all camera 
tape compartments airtight. 

b) Wipe dust from the leading 
edge of a tape cassette before load- 
ing - wipe each tape cassette with 
an antistatic solvent. 

c) Leave all tapes in a sealed 
tape holder or under a dust cover 
when not in use. 

d) Edit in a dust free or dust 
controlled environment - vacuum 
the studio and wipe dust off all ex- 
posed surfaces regularly. 

Dirty Heads - Dropout Problem 
Number Three 

Learn your equipment and learn 
how to tell when the heads are dirty. 
Clean them if required but only af- 
ter being shown how by a profes- 
sional video maintenance engineer. 
Because of VHS compatibility don't 
be tempted to use poor quality VHS 
tapes in your S-VHS equipment, a 
few tapes later and its dirty heads 
followed by a few dirty words of 
cursing. 

Use Professional Equipment 

Although the domestic S-VHS 
cameras and VCRs are good the 
professional equipment puts the ic- 



ing on the cake. A professional edit 
suite with Time Base Correctors fur- 
ther enhances the S-VHS result, 
particularly in multi-generation ed- 
its. Channel 7 in Perth regularly run 
episodes of a one hour Saturday 
night travelogue program filmed en- 
tirely on S-VHS. When S-VHS 
video is transferred to other broad- 
cast formats through a Y/C 
transcoder the recorded results are 
readily accepted in the broadcast 
environment. 

Stay Y/C Component 
Throughout 

Going into composite at any 
stage gives results little better than 
VHS. The resultant filtering process 
required to separate the Y and C 
components significantly degrades 
the .signal quality. Talk lo Hagemey- 
cr who supply JVC, or GEC who 
supply Panasonic professional 
equipment, about staying Y/C com- 
ponent. Both suppliers have Y/C 
component mixers and a full range 
of S-VHS editing equipment all pro- 
cessing separate Y and C compo- 
nent video. To complement this 
range one would naturally use a Y/C 
component genlock. 

Y/C Component Genlock 

The Scan lock Amiga genlock is 
the newest and most versatile PAL 
gcnloclc on the market today featur- 
ing both composite and S-VHS in- 
puts and outputs as standard. Be- 
cause it is new it features Y/C key- 
ing using proprietary circuits for no 
loss in S-VHS resolution. 

Two separate broadcast quality 
video circuits process the separate Y 
and C signals, reference Y/C is 
keyed with Amiga Y/C (encoded 
from Amiga RGB) to produce the 
keyed Y/C output. Other major gen- 
locks use composite keying and 
hence lose S-VHS quality produc- 
ing cross colour interference and 
signal distortions in their Y/C en- 
coding/decoding processes. 
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To add to further confusion, in- 
puts and outputs on these genlocks 
are marked Y/C, when in actual fact 
all signal processing is performed in 
composite mode. The striking dif- 
ference between composite and Y/C 
component processed signals is vi- 
sually evident when brightly 
coloured Amiga titling is used. Be- 
side the Scan lock genlock fulfilling 
the S-VHS component video gen- 
locking role it should be noted that 
because Hi8, MIT and component 
Betacam also use separate Y/C sig- 
nalling the Scan lock genlock also 
suits these formats. 

Keep the S-VHS Advantage 

Dust, poor tape quality and dirty 
heads are the main cau.ses of 
dropout problems with the S-VHS 
format. The loss of resolution, prob- 
lems of dot crawl and lumi- 
nance/chrominance interference are 
mainly due to the the usage of com- 
posite video equipment while per- 
forming S-VHS editing. When up- 
dating to S-VHS equipment careful 
consideration should be given to up- 
dating all equipment in the edit 
suite to Y/C compatibility. Don't be 
tempted to keep (hat old composite 
mixer, colour corrector or genlock 
just to save costs, you'll pay tlie 
price and lose the S-VHS advan- 
tage. Q 
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All backed up with 
no place to go. 



i 



Keeping a backup copy 

of your valuable data 

and software is critical 

to your good health, as 

Robert Lang explains. 

It took a week of working late 
every night to sel up my hard drive, 
but finally it was all customised so 
that I had everything ready at the 
click of a hotkey. Hours and hours; 
but I was proud, proud of the fact 
that it was my own. No one else had 
a hard drive set up like it, for I had 
done it all by myself. Formatting, 
copying, assigning, writing script 
files, and of course the all important 
startup-sequence. The final verdict - 
48% full of my 44 meg hard drive. 

Not bad considering all the soft- 
ware I had there ready for me to 
start developing with, and so out I 
went for the night, quite contented, 



leaving my four year old brother 
playing Silkworm. 

On return I found, as expected, 
my brother in bed, but not expected 
was my nervous mother leading me 
to my room to point wonderingly to 
the "NOT A DOS DISK" requester 
waiting patiently for a mouse click 
before throwing the towel in and 
letting the machine die. 

I couldn't believe it. Although 
the next two hours were spent hit- 
ling my head against the wall chant- 
ing "BACKUP BACKUP BACKIJP 
BACKUP" continuously, I later 
found out that luckily it was the 
smaller of the two partitions that 
had died, and so I spent 30 minutes 
repairing 4 megs of data until final- 
ly it was all back together again. 
You, of course, might not be so 
lucky. 

Naturally I might not next time 
either, but T'm safe because I have 
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other Holes 



20 very important floppies holding 
a backup of my hard drive, some- 
thing I should have done the minute 
it was setup. But then who would 
have thought you would need a 
backup after owning the hard drive 
for a week? Anyway, I hope you 
now realize the importance of back- 
ups. Businesses do it regularly, and 
so should you, so now on to the re- 
views. 

I tried out three backup pro- 
grams and decided to review and 
compare them all for you, so that 
when you leave your favorite com- 
puter shop with a hard drive tucked 
under one arm, under the other will 
be a backup program. I backed up 
17733657 bytes (1410 files) with 
each of the programs as a test to 
compare them. 

Note that restoration speeds dif- 
fer too much because of the various 
options available, so 1 really 
couldn 't test that, but they are natu- 
rally comparable to the backup 
limes. 

QUARTERBACK 

I jumped for this one immedi- 
ately, because it has a real cult fol- 
lowing in the Amiga world. Ask 
anyone what backup program to 
buy, and they will immediately tell 
you "Quarterback, what else is 
there ?". Quarterback is good, 
there's no doubt about it. 

It is in no way as glamorous as 
the other two I tried, but it works 
and is extremely fast at what it 
does. There are no fancy graphics to 
keep you amused, and flic selection 
is not as easy as Super Back, but it's 
not impossible. 

You have the option to simply 
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click on files or directories to select 
them, select by date, by arcliive bit 
(a bit set by most backup programs 
when backing the up so that you can 
do a quicker backup second time 
round by only backing up those 
without the archive bit set, and 
hence those that weren't backed up 
last time), or enter a pattern like 
#?.asm for all your .asm files or 
something like that. 

So it's all there, and in no time 
you are ready to backup. Backup 
can be done onto two drives or just 
one, meaning you load two disks 
and walk away for a while, return- 
ing when it beeps nicely at you (the 
beep is selectable as nothing, audi- 
ble, or just a silent screen flash) to 
swap disks again. 

A iiice feature that beats the oth- 
ers is that it recognizes when you 
insert the disk rather than you click- 
ing somewhere to tell it to start. It's 
the little things like this that count 
in mundane operations like backups. 

Quarterback supports faster 
backups for machines with more 
memory, plus a host of options re- 
lating to the way you want to back 
it up. Small speed increases are 
gained, especially by telling it not 
to format the backup floppies if 
they are already AmigaDOS - very 
nice! 

Not long after my hard drive 
troubles, I had to salvage a mate's 
hard drive because of re ad- write er- 
rors all over it. It was here that 
Quarterback look the reins from the 
other programs and leapt ahead. 

The Star Soft program wouldn't 
recognize the disk, and SuperBack 
kept bringing up a "THIS DISK IS 
NOT VALIDATED" requester, 
whereas Quarterback skipped the 
offending files and backed up the 
rest, meaning my friend lost about 
half a meg of 20 megK worth of 
files. Without Quarterback he 
would have lost the lot. 

In my backup test. Quarterback 
won in ail aspects, taking only 20 
disks to do the 17 Meg backup in 19 



minutes. R.R.R $99.95 

SUPERBACK 

SuperBack is very nice to use. 
Two file requesters showing full di- 
rectory structure and contents of se- 
lected directories make it very easy 
to see what is happening, with im- 
pressive graphics to make it a dream 
to drive. Most of the options are 
there, with restoration made easier 
by options such as not overwriting 
already existing files and backup 
made easier by only backing up new 
or modified files. 

Superback is not as good at se- 
lecting big batches of files like 
Quarterback with its pattern match- 
ing feature, but its display is much 
easier to fallow so it is not hard to 
cruise through the structure select- 
ing what you want. 

SuperBack stands out in one 
field. It is not just a hard drive 
backup program, but in fact a de- 
vice backup program. So you can 
backup RAD:, RAM:, FONTS:, 
anything that is assigned except 
DFO:. If you have various devices 
which you use a lot, like recov- 
erable ram disks, tape drives, any- 
thing that is an Amiga Device, then 
you could back it up with Super- 



Back. 

Unfortunately, it has it's prob- 
lems, I initially did my test with all 
my three megs of RAM enabled, but 
cut it back to one later just on a 
whim, and SuperBack failed. It 
would not backup my hard drive at 
all with only one meg running, be- 
cause the directory was too big. 

So, if I had my 44 meg hard 
drive with only 1 meg T wouldn't be 
able to use SuperBack at all, Anoth- 
er failure was wilh the problem 
mentioned in the Quarterback re- 
view. Tlie hard drive in question 
would not validate, and Superback 
kept bringing up the requester to tell 
us this every file. Clicking on retry 
seemed to allow it to continue back- 
ing up, but we weren't going to sit 
there clicking for over 1000 files 
each time it came up. 

Superback came out second best 
in the test I performed. It took 21 
minutes, to do my backup onto 21 
disks, so was a little slower than 
Quarterback, but not dramatically. 
R.R.P $99.95 

STARSOFT BACKUP UTILITY 

This one is a little cheaper than 
the other two, and so that is why I 
picked it as well to review. It claims 
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on the back of the box to do great 
compression routines, and claims 20 
megs in 30 mins, thus concluding 
already it is slower than the other 
two. 

Again, the intuition interlace in 
this one is better than Quarterback, 
but this lime not as good as Super- 
Back. You have all the options of 
the above two programs, with selec- 
tions of date or archive bits as in 
Quarterback. 

StarSqft has the option to use up 
to four drives when backing up, 
beating the other two hands down. 
These are nicely configured so that 
they work fine with an A2000 with 
one internal and one external drive, 
a problem some programs have. 

A fantastic "MAINTHNANCE" 
section gives this program the edge. 
You can easily set the archive bit 
with this option, on selected or all 
files, and so easily keep track of 
what is backed up onto floppy and 
what isn't. 

This program also fell apart in 
the serious test previously men- 
tioned, this time it wouldn't even 
read the directory list. The only se- 
rious problem I had apart from that 
is that you can't abort the backup 
until it's time to swap disks. A little 
messy, considering I was bench- 
testing and so always starting and 
stopping. 

In the test, it unfortunately 



didn't support my hopes of the 
cheaper one proving good, backing 
up the test files in 28 minutes onto 
25 disks. 

Well, I bought QuarterBack. The 
way it handled the severely battered 
hard drive was what made it a win- 
ner, but t wish I had the graphics of 
SuperBack and the maintenance 
area of the StarSqft program. 

If you are an absolute amateur 
user, you might prefer to buy Super- 
Back because it has a really excel- 
lent user interface, meaning that 
anyone can drive it with ease, even 
without consulting the more than 
excellent three language book. 
Don't forget that SuperBack ftilly 
supports backing up any Amiga de- 
vice, so it might be worth getting if 
you are a multiple device user. If 
you see it significantly cheaper than 
normal somewhere, or just happen 
to be able to get it, then get the 
StarSoft backup 
program. It 

does the job 
quite well, and 
although the 
maintenance 
area is unreal, 
it's really not 
justified against 
the compar- 
isons - you can 
do without it. 

Power Users 



and people who want quick, dedi- 
cated backups will stick with Quar- 
terback, which just goes to show 
that I could have saved myself a lot 
of time and trouble if I had put the 
blinkers on and let myself be direct- 
ed straight to it by the general 
Amiga community. Quarterback is 
yards ahead of its competi- 
tion.... simply in reliability. 

REVIEW COPIES FROM 
COMPUTER SPOT, 
CHARLESTOWN. 

QuarterBack RRP $84.95 
Distributed by Computermate 
(02)437 8388 
Superback RRP $79 
Distributed by Dataflow 
(02)331 6153 

Starsoft Backup RRP $79.95 
Distributed by Computermate 
(02) 457 8388 
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GRAPHICS PALETTE 

The Graphics/DTV disk-zine for the 

Amiga 

presents 

Teature-On-A-Fioppy! ' 

All the fonna required to produce a motion picture . . . 

This 2-Disk Set oorrtains OVER One Hundred individual 
forms, such as . . . Script, Treatment, Synopsis and Story board 
formats, Daiiy Production Reports, Breakdown Sheets. 

ACamera and Sound Sheets, Location Agreements, Artist 
and crew Deai memos, Contracts, Continuity Report, Extras 
Details, Daily Assistant Director's Reports Sheets . . . PLUS 
I^ANY litORE] Each form is supplied with explanatory notes. 

Also included is a FULLY DETAILED Feature Film and Video 
Budget] Ail the forms are printer-ready' and can be supplied in 
either ASCII (text), or Professional Page (V1 .3) formats. To aid 
the Desl<Top Video buffs we have included a set ot 
'System- Lineup" images, as well as several other helpful screen 
utilities to get you up and goin. 

'Feature-On-A-Floppy ! ' 

ASCII (text) format - $24.95 

PPage (v1 .3) format - $28.95 

(Cheques/Postal Orders Payable to Fromate Pty. Ltd.) 

Available from . . . 

FROMATE Pty. Ltd. 

P_0. Box 584 
BOX HILL Vic 3128 

Phone (03) 808 7036 
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Keeping 
colours legal 



As wonderful as PAL 

composite video is, 

there are still 

limitations. Which 

colours should you 

avoid? Peter Ward 

explains all. 

>■ While the Amiga is evolving into 
the graphics workstation of choice for 
many professional video osers, criti- 
cism is cx;casionalIy, and unfairly, lev- 
eled at the machine due to poor quality 
in a video taped version of an anima- 
tion, title or whatever, produced by an 
Amiga. 

What many users fail to appreciate 
is ±[at the Amiga is perfectly capable 
of generating colours vifhich, when en- 
coded into composite video, arc not 
within the bounds of a "standard" PAL 
video waveform. In addition, colours 
which look fine on an RGB monitor 
can often undergo a significant shift in 
both hue and saturation during the en- 
coding process. 

While it is all too easy to check an 
Amiga displaying a set of colour bius 
and then patch the output via a com- 
posite video encoder, or gen- 
lock/encoder to a waveform monitor, 
the problem still exists, that the Amiga 
can generate "illegal" colours, when a 
different Amiga output is encoded. 

So what wz "legal colours"? To 
find the tuiswer one needs to examine 
how a PAL video waveform is com- 
posed. 

PAL Waveforms 

The PAL composite video wave- 
form consists of the following: lumi- 
nance signal (Y signal), the Blue- less 
yellow and Red-less yellow (U and V) 



colour or chroma (C) signals, the 
colour burst, line synchronization and 
field synchronization pulses. 

The Luminance signal, not 
strangely enough, conveys the infor- 
mation about the brightness of the pic- 
Lure. A properly encoded composite 
video signal also superimposes the 
colour or chroma signal, on top of the 
luminance signal to within very specif- 
ic amplitude levels, (see figure one). 

The chroma signal is modulated so 
(hat the colour signals will "cancel- 
out" when viewed on a black and 
white television, however, when 
viewed on a colour monitor, will also 
"staircase" at the appropriate luma lev- 
el for a particular colour. 

The vision carrier wave thus con- 
tains luminance information from 20% 
to 76%, Chroina information from 6% 
to 76%, sync infonnation from 76% to 
100% of the maximum amplitude of 
the sub-carrier wave and colour burst 
information of plus or minus 12% 
around the bltuiking level. 

The colour burst is of particular 
importance, as it is this that is used to 
provide the phase reference signal 
which is used to decode the "U" and 
"V" colour signals from the modulated 
video wavefoim. A sloppy colour burst 
pulse from a genlock or encoder is 
bound to give problems with the qual- 
ity of tlie encoded Amiga RGB graph- 
ics. 

This is where quahty has its price. 
Cheaper genlocks and encoders can 
tend to have a not so very accurate 
sub-carrier oscillator, hence not so ac- 
curate colour burst puLse, and hence 
inaccurate encoded colours. Accord- 
ingly the ability to apply high quality 
cxtemal sync, is one of the important 
features to look for on genlocks for the 
Amiga. 



The Amiga generates an analog 
RGB signal, the band width or "infor- 
mahon contained" being decidedly 
wider than that of most video encoder 
units. The direct result of this is that 
somewhere within the range of 4096 
colours you may have selected, paint- 
ed or ray-traced there is a shade of red, 
blue or green which ha.s a combined 
colour and bi'ightness levels outside of 
what a PAL composite video wave- 
form can be modulated to. Hence the 
video encoded version of the snappy 
RGB image you have on your Amiga 
monitor will look differem, be it in 
colour, brightness or both. 

Keeping it Legal 

One way of achieving "legal" 
colour values is to reduce the satura- 
tion and intensity levels of your colour 
palette when using a "Paint" program. 
For example, when using the de facto 
standard paint program. Deluxe Paint 
in, keep the palette saturation to a val- 
ue of 13 or less, and you'll find that 
the encoded colours should record 
cleanly on to videotape, 

A display mode often under- 
utilized with the Amiga is Hold and 
Modify (HAM). This mode lends itself 
to video work by being intriu.sically 
anti-aliasing. It can take up to three ad- 
jacent picture elements (pixels) in a 
HAM display to shift from one colour 
to another, so that "hard" edges are 
avoided, giving a corresponding re- 
duction in cross-colour in a subse- 
quently encoded signal. 

The use of a high quality encoder 
or geaiock/en coder can help tremen- 
dously. I have yet to discover exactly 
what "broadcast quality" means, as it 
seems that every encoder and genlock 
built for the Amiga ha.s this property, 
however, examination of specifications 
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listed by the manufacturer should in- 
clude a bandwidtli of at least 5.5Mhz. 
Y/C compatibilit}'- also helps. 

Separating the luma from the 
chroma portion of the video waveform 
allows tnore accurate recording of the 
original Amiga RGB signal by increas- 
ing the band width of the encoded sig- 
nal. Cross colour is reduced (that an- 
noying rainbow-hke dot-crawl seen on 
high contra.it edges). An effective 
method of checking the encoded ap- 
pearance of Amiga graphics is to nin a 
monitor via a composite signal gener- 
ated by a suitable genlock or encoder. 

Several don'ts become readily ap- 
parent. Highly saturated colours will 
bleed, single pixel hncs will dissolve 
and areas of high contrast will crawl. 
The use of a good encoder/genlock 
will reduce all of these unwanted ef- 
fects. 

The encoder/genlock market has 
changed for the Amiga over the past 
18 months, with current models giving 
respectable performance and some 
costing only a few hundred dollars. 
The high end of the market is still 
dominated by Neriki and Magni Sys- 
tems (distributed by Quinto) and for 
professional applications it would be 
hard to go past either, both offering 
models with Y/C output with excellent 
band width and encoder sections. 



production market, the cost considera- 
tions when using an Amiga based sys- 
tem, still re.st with the video eqtiip- 
ment. Simply put, a fully optioned 
Amiga 3000 costs less than a single in- 
dustrial S-VHS VCR! 

By far the best way of achieving 
high quality recorded material origi- 
nating from the Amiga is to use the 
highest quality VCR that is available. 
For those of us without access to a D2 
Digital VCR, or at least a Betacam 
VCR or MTl, the Hi-band systems now 
entering the Australian market allow 
excellent Amiga to video-tape transi- 
tions for moderate cost. 

The Future 

The computer hardware aspect of 
Amiga generated video has become 
somewhat more complex than in the 
past, especially with the recent intro- 
duction of the Amiga 3000. Up until 
now, an Amiga 2000 with a hard disk, 
accelerator board and extra memory 
was the "system" of choice. 

Tlie Amiga 3000 in its present for- 
mat is only marginally faster than a 
"turbo -charged" Amiga 2000 but costs 
considerably more. A full 32 bii-bus 
and no doubt future 68040 support will 
sway new users to the Amiga 3000, 
but added expense may well keep ex- 



isting A2000 users where they are. De- 
spite several innovations with the 
A3000, the 4096 colour barrier has yet 
to be broken. 

Among third party developers, 
software has already been developed 
which utilizes IBM compatible 
TARGA boards, and through running 
an IBM AT bridgeboard the Amiga can 
display 24 bit or 16.7 million colour 
graphics. While Commodore has yet to 
officially release a 24 bit graphics 
board, prototypes have been seen at 
trade shows in both the USA and Eu- 
rope. 

Once having seen a Quantel paint- 
box at work, the 4096 colour barrier 
on the Amiga needs breaking as soon 
as possible! By virtue of the fact that 
the Amiga can already render life-like 
three dimensional images, act as a very 
respectable character generator, and 
animate images as well, the future of 
the Amiga in video seems sound. Let 
us hope that Commodore will continue 
to appreciate these facts and further 
enhance the perfonnance of the Amiga 
in professional video applications. 

U 



For Complete Beginners! 

For those of us with no-idea- what- 
so-ever, and without trying to be pa- 
tronizing, a VHS format VCR is just 
about the worst format possible for 
Video work. Beta is not much better 
either. Even the use of a $5000 gen- 
lock on a VHS or Beta consumer VCR 
will result in horizontal banding in ar- 
eas of solid colour, gross loss of con- 
trast iuid colour shift, and that is on the 
first generation! 

S-VHS or Hi-8 is about the only 
solution to consumer based systems 
which can achieve good quality. Fortu- 
nately Panasonic, Sony and JVC are 
all now providing "affordable" Hi- 
Band VCR's, though all are in the four 
figure price level. For those wishing to 
enter even the low end of the video 
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SCANLOCK 

The S-VHS Genlock - Keep the S-VHS Advantage! 



What is the S-VHS advantage you may ask? Talk to any video professional and he'll tell you it is the 
crystal -clear, lifelike images produced from more that 400 lines of horizontal resolution matched together 
with the true to life colours made by having separate luminance (y) and chrominance (C) paths. The 
SCANLOCK processes the S-VHS, Y/C signal in two independent video channels - no S-VHS 
degradation. Other major genlocks claim S-VHS compatibility but only offer single channel composite 
performance which adds up to resolution loss and iuma/ohroma interference. SCANLOCK is a broadcast 
genlock that stays in Y/C: In, Through and Out. 
Call Us. - Well talk to you about the S-VHS advantage. 



Two Genlocks in One 

S-VHS and composite 
processing in one genlock. 
Switch selectable. 

"Glitch" Free Switches 

Cut to any Amiga/Reference 
video combination in the next 
frame of your recording with no 
loss of sync. 

Fade Control Bars 

Fade to any Amiga/Reference 
combination. Also, Fade to 
black. 

RGB/S-VHS/Composite Amiga 

Monitor Support 

Get triple value from your Amiga 
monitor through Scanlock's 
standard technology and 
cabling. 




The S-VHS GENLOCK 

for all Amigas 

A500/A-1000/A-2000/A-2500/A-3000 



Broadcast Quality 

Full 5.5MHZ bandwidth with a 
58dB S/N Ratio. 

Genlock is Integral Part ot 
System. 

Fits neatly between your 
monitor and Amiga computer. 

Warranty and Support 

Scanlock comes with a 1 2 
month warranty. 

CALL OR FAX US TODAY: 

We have a dealer near you. 

COLOR 

computer 
Systems p/l 

18 APPLEBY STREET, 
BALCAHA W.A. 6021 
TELEPHOWE; (09) 349-6492 
FAX: (09) 345-1816 

Dealer inquiries invited. 
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Refere-nce Video 
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Amiga Video 
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CLOSE UP: Roland 



> Recently I had the pleasure of ac- 
quainting myself with the new com- 
puter music range of products fn)ni 
Roland and found them to be ex- 
tremely powerful yet affordable. The 
range consists of a number of sound 
modules, midi input keyboards and 
pad controllers with the emphasis on 
ease of operation. 

The three modules In the range 
are the CM64, CM32L and CM32P. 
Each module has only an on/off 
switch and volume control on the 
front panel, so access to the bank of 
sounds is implemented by sending 
program changes from your input 
keyboard or sequencer. After all, the- 
se devices were designed to be pri- 
marily used with computers, as op- 
posed to live use. The CM32L is ba- 
sically a re-packaged MT32 module, 
which was one of Rolands most pop- 
ular multi timbral sound modules 
from the LA family of synihs. It has 
the ability to play up to eight sepa- 
rate parts plus drums from a bank of 
128 sounds with on board reverb. 
The sounds vary from orchestral in- 
struments to analogue pads, brass, 
bass, piano, organ, through to ihe ev- 
er present orchestral stab. 

It has stereo outputs plus a head- 
phones jack as do all three modules. 
LA Synthesis combines the attack of 
sampled waveforms (the first 256 
bytes) with synthetic sounds with 
each of the individual components 
called a Partial. The amount of 
polyphony is determined by the 
number of Parlials that are used to 
create a sound as well as the number 
of parts playing simultaneously. 

It isn't possible to edit the sounds 
from the front panel controls, as the- 
se are limited to on/off and volume, 
but because it is essentially an 



MT32, it is possible to edit the 
sounds by using an JVIT32 patch edi- 
tor as produced by Dr.T's or similar. 
The more complex the sound, the 
less polyphony available but with 
some careful arranging, it is possible 
to get an incredibly full and textured 
sound with many parts playing. 

The CM32P is a 31 voice sample 
player. It has 64 sampled sounds on 
board plus drums and is able to play 
6 parts simultaneously. Again it has 
on board reverb. The iniemal work- 
ings of the CM32P are a direct result 
of the development of the Roland 
Ul 10 and U20 sample play RS-PCM 
keyboards. While not having the 
ability to sample, it is possible to use 



• The ability to compose and ar- 
range musical pieces can be an 
extremely rewarding exercise, 
particularly when you introduce a 
computer like the Amiga into the 
equation. For most people, the 
Amiga's 4 voice sound chip pro- 
vides the means to explore sim- 
ple sequencing and sampling 
with programs like Sonix or 
SoundTracker, but you can take 
it much further of course. 

'fhe use of professional se- 
quencers like Bars and Pipes and 
Music-X with the addition of 
midi keyboards and samplers 
means that you can establish a 
fairly simple musical note pad 
with which to compose through 
to an elaborate digital music sys- 
tem. As in most things though it 
comes down to how much you 
have to spend and what your ex- 
pectations are. 

- RR. 



by Phil Rigger 

the library of sounds now available 
for these two keyboards using the 
CM32P, as it has a slot on the front 
panel which u.ses the same sample li- 
brary cards. 

The upshot is that you can .spend 
over two thousand dollars on a U20, 
which is cost effective in itself, or 
you can buy fhe CM32P for consid- 
erably less and use the same sounds, 
as many of the sounds on board are 
exactly the same as the sounds in the 
U2CI. The sounds themselves are ex- 
cellent. 

Someone at Roland's R & D de- 
partment has spent considerable time 
making sure that the samples were 
taken very cleanly, with most if not 
all of (he loop points smoothly im- 
plemented. A quick mention here 
about the noise levels from all three 
modules - the MT32 was always 
considered a little noisier than most 
people would have preferred, but 
these three pass that test with flying 
colours. They are very clean with ex- 
cellent frequency response. 

The CM64 is the top of the range 
module, and very simply it is a com- 
bination of both the CM32L and 
CM32P in one unit. It is without 
doubt, the most powerful multi tim- 
bral module of its kind available. For 
a start, it has 63 note polyphony. 63 
notes. ..that makes for quite a large 
ensemble or orchestra. The midi 
channel designations are set, as they 
are in all three modules, with the 
CM64 allowing you to use the LA 
Synth sounds from midi channels 2 
through to 9, midi channel 10 for 
drums, and channels 11 to 16 for the 
PCM .samples. A fine example of the 
power within the unit came from 
three midi files I recently received 
from Bar.'i and Pipes designer. 
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Melissa Jordan -Grey. They were 
written by a gentleman from the UK 
who is not only a conductor, but an 
avid midi fan. He created the full 
first movement, witli what appears to 
be full orchestration of three cla.ssi- 
cal pieces - one each from Mozart, 
Bach and Beethoven. 1 sat down to 
prepare these files in order that the 
CM64 would address the appropriate 
sounds so that tliey could be shown 
at both the SMPTE, and WCCE 
shows which were held recently. The 
wonderful piano and string sounds 
brought the pieces to life, with a va- 
riety of other orchestra] sounds also 
being used ie. oboe, clarinet, timpani 
etc. Most people who heard these de- 
mos at the aforementioned shows 
were amazed to find out that the 
CM64 was playing everything. It 
certainly fulfills it's potential as I'm 
sure there was sufficient polyphony 
to keep doubling parts and adding 
other instruments, that is if you dare 
to mess witli the classics which are 
very much etched in stone. Apart 
from the more orchestral sounds, 
there are many other useful sounds 
such as the variety of brass and bass 
patches. The fretless bass would be 
one that most professional people 
would be more than happy with. The 
basic drum sounds are uniform 
throughout the three modules, with 
the exception that on both the 
CM32P and CM64, there are quite a 
number of sampled sound effects 
such as a police siren which passes 
across from left to right, a train, heli- 
copter, laughs, screams, guns and 
footsteps. Talk about giving your 
music tracks street credibility... rap 
central here we come. 

There are two midi input key- 
boards in the range, the PC- 100 and 
the PC-200. The essential difference 
between them is that the PC-200 
transmits velocity while the PC- 100 
does not. They are finished in a light 
beige colour in keeping with the rest 
of the range and have a 49 note 
range. You can transmit midi vol- 
ume, after-touch and continuous con- 
troller information, as well as desig- 



nating which channel to send on. 
They do not have any sound making 
capability of their own as they are 
designed to be used to play in the 
parts of your track, and have them 
played back by your midi module. 
The general response and feel of the 
keyboard is good, or at least as good 
as most synths on the market today 
and would be a useful addition to 
your computer music setup. 

There are three other input de- 
vices as well as the keyboards. They 
are the CF-10 Digital Faders, the 
CN-20 Music Entry Pad, and the 
CA-30 Intelligent Arranger. The CF- 
10 Digital Fader is an easy to use 
mixing controller that provides oper- 
ation similar to an analog audio mix- 
er. It is designed to mix song data 
containing up to 10 midi channels 
created with your computer se- 
quencer. Midi control change mes- 
sages for volume and panning can be 
transmitted easily to external midi 
devices. Each of the ten channels 
features a touch fader which can be 
used for coarse volume level setting, 
increment/decrement buttons for fine 
stepped volume adjustment, and a 
panning button, all of which are lo- 
cated on the pads front panel. All of 
the CM inodules respond to the vari- 
ous controllers, so it is possible set 
up what is akin to a digital mixer to 
control volume and panning changes, 
with the ability to record them in real 
time. 

The CN-20 Music Entry Pad is 
designed exclusively for music entry 
data and it simplifies basic song data 
programming. Again you can send 
volume, panning, after-touch, pitch 
bend etc, but with the added advan- 
tage of allowing you to send chords 
or individual note information to 
your sequencer without the use of a 
piano style keyboard. The from pan- 
el has several assignable sliders, and 
an assortment of buttons that allow 
you to choose the chord type, pitch, 
range and velocity. For those of you 
who are not adept at playing a piano 
style keyboard, this may well be the 
answer. 



The CA-30 Intelligent Arranger 
is an auto arranger that is specifical- 
ly designed for making music with 
the CM-64 or CM-32L modules. It 
allows you to come up with a simple 
melody line and chord progression 
on your sequencer then process it 
through the CA-30, where rhythmic 
and chord rhythm accompaniment 
are added to flesh out your tunc. Es- 
sentially it arranges your track and 
adds drum fills, chords etc at which 
point you can send the midi informa- 
tion back into your Amiga for further 
editing. A most useful device for 
people who would like to achieve a 
certain level of musicality without 
the normal practical skills that are re- 
quired to play an instrument. 

The last device worth mentioning 
is the LAPC-1 LA Sound Card. It is 
a CM32-L on a card for use with an 
IBM or compatible computer. By in- 
stallmg this in a computer, you are 
provided with an internal 32 voice 
synthesizer. As this issue goes to 
press, I am installing it in an Amiga 
2000 which has an AT Bridgeboard 
installed. 1 was unable to complete 
this feat by deadline but should be 
able to provide you with details on 
how it works by the next issue. 

Roland have certainly given con- 
sideration to the use of computers in 
music today by releasing this range. 
I was fortunate enough to hear the 
chairman of Roland worldwide ad- 
dress the Roland National Dealers 
Conference several months ago and 
it is obvious that part of the Roland 
ideology is to make music accessible 
to a wider range of people. Comput- 
ers are the ideal environment for this 
ideology to be fostered, and it seems 
that they arc certainly heading in the 
right direction. These products are 
definitely worth having a look at, as 
they allow professional quality 
sounds aad facilities to be in the 
reach of people who might not nor- 
mally have the budget to compete in 
the world of professional keyboards 
and peripherals. Other manufactur- 
ers take note. Roland have certainly 
set the standard here. □ 
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How to create a 
Comic Strip 



It's amazing how 

unamazed we can be 

with programs at first 

■ sometimes a second 

looli can reveal a 

whole lot of power 

waiting to be used! 




friendly 
think up 



^> 




> While flipping through my 
disk box last week, I re- 
discovered ComicSetter, a spe- 
cialised puhlishing program 
which is used for laying out 
comics in two to sixteen colours. 

Although I had used it in the 
past to create personalised hiith- 
day cards, I'd never taken the 
plunge and set out a comic, so 
now seemed a good lime to jump 
in at the deep end. 

The first step was to re- 
_ familiarise 

myself with 
the user- 

manual, then 
an appropriate 
plot which I hoped to 
translate into "comic-ese." 
Gold Di.sk 's ComicSet- 
based around the concept 
of laying out pages (as many as 
memory permits), which contain 
panels with varying attributes 
such as size, border, width and 
colour. Then choosing whether 
these coloured borders (frames) 
are to show. 

The panels are then filled 
with clip art and/or other graph- 
ics (both bit-mapped and struc- 
tured are permitted) and just as 
in the sister programs Profes- 
sional Page and Professional 
Draw, a plethora of tools and op- 
tions exist to make the job both 
easy and lots of fun. The page 
size is first defined, then panels 
are 'rubber-banded' into posi- 
tion. 

As in Deluxe Paint, holding 
down the SHIFT button when 
rubber-banding constrains the 
panel shape to square. An alter- 



by Elayne Bouffler 

native option allows one to se- 
lect equally .sized panels laid out 
equidistant from one another but 
I felt that this layout looked too 
sterile, so placed the panels man- 
ually. 

My first attempts at creating a 
pleasing set left much to be de- 
sired but this was easily correct- 
ed by spending a few minutes 
with a sheet of graph paper (see 
Figure A), then Iransferring these 
graphed sizes to the PANEL AT- 
TRIBUTES box.. 

Having defined my page of 
panels, it was now titne to let the 
creative juices take over, but 
first I moved to the Preferences 
menu and selected preferred 
UNITS (in this case centimeters) 
and Interlace ON (because it 
gives a more realistic representa- 
tion of the finished page). 

Next, I selected CHANGE 
GRID (size), SHOW GRID and 
SNAP TO GRID, all which 
would help me to position items 
more precisely. 

Throughout the project, I 
found that life was made much 
easier if I altered the Preferences 
options as circumstances dictat- 
ed, particularly MAGNIFICA- 
TION (which can toggle between 
50%/I00%/200% and SHOW 
FULL PAGE). 

From past experience with 
birthday cards, 1 knew that I 
wanted black panel borders and 
here 1 used a width of four pixels 
which gives a solid look to the 
frames when they are printed. 

These changes were quickly 
achieved by selecting each panel 
(Right Alternate) and then mov- 
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ing to the ALTER/PANEL AT- 
TRIBUTES menu where posi- 
tion, size, scale, border width 
and border colour may all be al- 
tered. I now saved this "shell" 
and printed il out, just to be on 
the safe side - it's a lot easier to 
change the fundamental strut;ture 
of the comic tit this stage of lay- 
out, rather than find that you 
need to make drastic changes on- 
ce the panels are filled with a 
multitude of objects and the 
framework of the eomic is well 
underway. 

Before printing, however, I 
selected ENVIRONMENT SET- 
UP from the Project menu and 
entered the horizontal and verti- 
cal DPI (dots per inch) which I 
intended using in the final prinl- 
ont (in my ease 120x144 for my 
Okimate 20 at its only permissi- 
ble density of one). This step is 
important and is allied to the 
SCALEing factor which you set 
at printout time, to ensure that 
all pixels are printed and thiit the 
entire image fits neatly on the 
page. 

The program defaults to an 
Epson printer setting of 120x72 
DPI and these measurements 
need to be allowed for when 
choosing a scaling factor. Since 
the Oki's horizontal setting is 
identical (120) and the vertical 
setting is exactly twice the size 
(144), 1 would need to -scale my 
printout at One : Two. But 
enough of settings and on with 
the fun! 

-Because I hadn't decided a ti- 
tle yet, I skipped this panel for 
the time being and moved to pan- 
el One. A quick change to 100% 
magnification (Right Amiga- 
Two) and the panel swelled to 
fill the screen. 

I double-clicked on the 
bitmap graphic tool (the "face" 
icon) and drew out a box to fill 
the entire panel, whereupon the 
disk drives whirred into action. 



presenting me with the usual 
Amiga directory/file choices. 

1 chose a background after re- 
ferring to the printed guide sup- 
plied with the clip art and - hey 
presto! - up popped a window 
showing an oversized street 
scene. Needing just a small part, 
I "cut out" the appropriate por- 
tion and was then returned to the 
panel which now contained the 
clip. The clip was too small to 
fill the panel so by holding down 
Left Alternate while selecting the 
clipping (which now became 
known as an OBJECT), I was 
able to grab one of the control 
points which appeared around 
the object. 

It wa,s now a simple matter to 
select the highest magnification 
of 200%, then "pull out" the ob- 
ject to fit the panel's borders. 
Now I clipped out an appropri- 
ately posed villain and turned off 
SNAP TO GRID and on FAST 
MOVE, which changed the 
clipped object from an outline 
box to a ghosted image, allowing 
for its more accurate placement. 
At this point, 1 felt my villain 
was out of scale with the back- 
ground, so I selected AL- 
TER/CURRBNT and changed the 
horizontal and vertical factors 
until he appeared just right. 

Introducing: 
The Super Hero 

Next came my Super-Hero 
and because I wanted to direct 
the reader's attention "into" the 
panel, 1 moved to the Hdit menu 
and chose FLIP/HORIZONTAL, 
whereupon his reversed image 
appeared. Again, scaling alter- 
ations were needed. 

Finally, i needed to touch up 
the hero's shoulder line, because 
the original clip had finished at 
his neck and the background now 
showed through this gap, 1 dou- 
ble clicked the drawing tool 
("paintbrush" icon) and chose the 



smallest possible brush size, then 
selected colour black and drew 
in the missing shoulders. 

Now 1 changed to the fill tool 
("pouring can" icon), changed 
the background colour to flesh 
tone and clicked on (filled) the 
shoulder gaps. 

Only text was needed now to 
finish off Panel One. 1 wanted an 
introduction at the top of the 
panel and changed the palette 
colour to while, then double- 
clicked the speech tool ("bal- 
loon" icon) and chose a rectangu- 
lar style. A text string window 
appeared in which I keyed a 
brief message. 

Here, provision is made for 
variations in style (bold, italic, 
and underlined) and these may be 
combined if needed. Additional- 
ly, text can he Left- Right- or 
Center -justified and three spe- 
cial comic book-styled fonts are 
provided, in several sizes, as 
well as the standard workbench 
fonts. \ returned to the speech 
tool to select a "think" balloon, 
entered the text, then scaled it up 
to enclose the full message. 

Finally, two smaller "thought" 
clouds were created by keying a 
space (blank), in the text string. 
For these smaller clouds I 
changed the number of 'peaks' 
needed, and the peaks' height. 
Honestly, this program thinks of 
everything! For me, the hardest 
part so far had been keeping the 
text to an absolute minimum in 
order to fit it in the panel, whilst 
still preserving the storyline. It 
was now time for a quick SAVE, 
then on to Panel Two. 

Virtually the same steps were 
followed in the remaining pan- 
els, trying always to direct the 
reader's attention to each succes- 
sive panel. The manual suggests 
that "figures and objects in outer 
panels should point towards the 
next panel in the sequence and, 
when this is not possible, other 
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devices such as shadows or back- 
ground design should be incorpo- 
rated to this end." 

A set of SEND-TO-FRONT(/- 
BACK) tools is provided for lay- 
ering objects and I used this in 
Panel Two where I brought 
Amigaman "in front of" the text 
panel above his head, then 
brought the firecracker in front 
of him. Similiirly in Panel Six, 
Virusviper's text balloon blocked 
off too much of the Super Hero, 
so this was rectified by bringing 
first Amigaman and then his 
speech balloon to the front. 

As Panel Four was loo small 
to show a full sized Amigaman 
searching the editor's office, I 
tried to create this illusion by us- 
ing a clip of his eyes which I 
cloned (CUT and PASTEed). 
These were s-caled progressively 
larger as they "came closer to the 
reader." 

A Source of Clip 

None of ComicSetter's clip art 
seemed appropriate to represent 
the editor, in panel Five, so I 
turned to my trusty scanner to 
help out. As 'Handy' is modelled 
on Andrew Farrell, I scanned his 
picture which appears on the edi- 
torial page of Australian Com- 
modore and Amiga Review, then 
loaded the image (16 shades of 
grey) into Fixmate and used its 
EDGE DETECTION feature to 
get an outlined shape. 

Next I reduced the number of 
colours to two, then saved the 
finished image in IFF formal. As 
this pic needed some cleaning 
up, particularly around the eyes 
because of the clo.se proximity of 
the glasses, 1 then loaded up 
Deluxe Paint HI because its mag- 
nification feature is superior to 
ComicSetter's. 

At the same time I changed 
Deluxe Paint's palette to that of 
ComicSetter (whose RGB set- 
tings 1 had noted previously) and 




u.sed the floodfill tool to color 
Handy - sorry for any poetic li- 
cence, Andrew! Upon returning 
to Panel Five, a quick horizontal 
flip brought Handy around to 
where I needed him and a fiddle 
with the scale tool adjusted his 
size. Handy's image is used 
again in Panel Nine, at a greatly 
reduced size. 

By the time I'd completed 
Panel Six, I fell that there was 
too great a gulf between the edi- 
tor's speech in Panel Five, and 
the action occurring in the fol- 
lowing panel. At first i couldn't 
think of any solution because I 
had no spare panels to work 
with. Or had I? 

After some thought it oc- 
curred to me that 1 could place 
scaled down figures between the 
panels if I created a new, over- 
lapping panel and eliminated its 
borders by selecting a border 
size of zero pixels width. Pre- 
sumably, changing the border 
colour to white would have 
achieved a similar effect. 

This intermediate panel didn't 
need any background, just minia- 
ture Super Hero figures and a 




few blobs of the villain's slime. 

One of the features which ,[ 
love (and which 1 probably 
overuse!) allows objects to 'leap 
out' of the panel boundaries. 
This extra dimension is achieved 
by positioning the object partly 
outside a panel and then clioos- 
ing VISIBLE OUTSIDE PAN- 
EL/YES from the Object At- 
tributes menu. I used this effect 
in many of the panels such as 
Panel Six where Amigaman is 
'landing' or in Panel Seven 
where his punch goes through 
the frame. 

This effect was also used to 
create the directional arrows be- 
tween Panels Scven-Eiglit-Nine, 
although 1 could have just as eas- 
ily created new, overlapping pan- 
els and given them zero pixels 
sized borders. These direction ar- 
rows were an afterthought once I 
discovered that my layout left 
some ambiguity about which 
panel to jump to from Panel Sev- 
en. I'll avoid thifi uncertainty in 
future comics. 

Initially, all speech and text 
balloons were white but these 
tended to "disappear" in Panels 
Six and Nine, where I had inten- 
tionally omitted baclcgrounds so 
that attention would be fully fo- 
cused on the action or message 
content. My work around was to 
go back and re-colour each char- 
acter's balloons with an identify- 
ing colour but 1 doubt that this is 
a particularly acceptable solution 
in traditional comic style. I real- 
ly need to study 'The Masters' to 
see how they solve this problem. 

Finally, J placed a "To be con- 
tinued...." box in Panel Nine, 
then transferred my attention 
back to the Title Panel. Not 
wanting another panel shape 
here, 1 created a text balloon 
across the full page but hid the 
panel frame as described previ- 
ously. 

f wanted the name "AMIGA- 
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MAN" to stand out from the rest 
of the title but only one font is 
allowed for each balloon. To 
overcome this, I keyed in then 
scaled down the first three lines, 
then moved them up slightly to 
allow enongh room to place an- 
other "balloon on top of a bal- 
loon," which used a different 
font. 

Whilst I would normally key 
in the exclamation mark immedi- 
ately after the last letter in 
"Amigaman," it was kerned much 
too closely with this ptirticLilar 
font and therefore needed a space 
placed immediately before it. 

The title still seemed sparse, 
however and did not look bal- 
anced until 1 put clips of the Su- 
per Hero and his alter-ego, at ei- 
ther side. To creaie extra impact 
I placed his foot heavily on the 
panel below and used both the 
VISIBLE OUTSIDE PAN- 
EL/YES and SEND-TO-FRONT 
tools here. 

One last check and 1 decided 
to add a small box containing 
"Episode 1"; a signature in the 
Final Panel and t;lcar numbering 
in each panel. In several panels T 
re-edited the text balloons by 
adding leading spaces, so that 
the text moved farther to the 
right, leaving room for the panel 
numbers. A last couple of tweaks 
here and there to move charac- 
ters cvcr-so-slightly, and then it 
was time to roll the presses! 

I was pleased with my first ef- 
fort, especially as it looked 
"comicish," at least to my un- 
trained eye. Comicsetter proved 
to be lots of fun to use, so much 
so that I've ordered several "how 
to create comics" tutorial books 
from a specialist comic store. 
The program threw up a couple 
of minor bugs and one major one 
which caused a visit by the 
dreaded Guru on two occasions. 

Luckily, my golden rule of 
saving after each ten minutes 



work prevented any major an- 
guish on either occurrence. When 
I purchased ComicSetter on its 
first appearance, (v. I .Oa) it cost 
$145 with additional 2-disk sets 
of clip art costing $45. I've since 
seen it advertised for well under 
$100 but the clip art is in short 
supply - my favourite software 



merchant has ordered me some 
from the U.S. If you enjoy the 
intricacies of DTP, then Comic- 
setter could well be for you. 

And remember, folks, as they 
say in the comics... Up-up-And- 
AWAA-AAAY!! 
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Design 3D vs 
Modeller 3D 



/ 



---J 



Designing objects for 

use in 3D animation 

can be a real chore. 

Here's two programs 

to malie life easier - 

but which is better? 

George Kimpton 

checl<s them out. 

>- When I was asked to try and 
compare these two packages I 
thought "this will be a breeze". 
They both seemed to be similar 
and both set out to do the same 
thing. Added to this, I had just 
discovered the wonders of Sculpt 
4D and become really keen on 
3D rendering. 

How wrong I was. The differ- 
ences between these two soft- 
ware packages only strengthened 
my own opinion that retaiJers or 
software houses need to provide 
somewhere that you and I can sit 
down and try out programs be- 
fore buying. (Have a read of the 
inset.) 

Both these programs are 
good, within the limitations of 
what you have a right to expect 
for the cost; tmt they are differ- 
ent and you may need to choose 
carefully. 

For some they may not be so- 
phisticated enough and you may 
be wise to consider purchasing 
something like Sculp! 4D or Tur- 
bo Silver straight off. However 
for those who would like to dab- 
ble in 3D drawing at low cost or 
are aficionados of VideoScape, 
both programs will be useful. 



Both are designed to comple- 
ment and provide 3D objects for 
VideoScape users by different 
means. No copy protection is 
used in Modeler but Design re- 
quires a word from the manual 
each time it is booted, a fact that 
1 found annoying at times; It can 
be a nuisance to have Lo keep the 
handbook around all the time af- 
ter you become familiar with the 
program. 

The manual and tutorials with 
Modeler 3D are good and easily 
followed. The manual for Design 



3D however leaves much to be 
desired. Otie word of warning, 
the icon driven tutorial in the 
Design 3D Tools Disk is to be 
treated with caution. I have tried 
two different versions and in 
each the cursor seemed to have a 
mind of its own, threatening to 
rearrange my Workbench by run- 
ning wild. 

I hastily crashed my computer 
when the cursor picked up the 
hard disk trashcan and galloped 
across the screen taking all be- 
fore it. f still don't know what 



Writer's Opinion 

How often have you felt the urge to buy software based on 
the strength of a glowing two hundred word product description on 
the back of the packet that promises much. 

Succumbing to temptation you hastily hand over your hard 
earned cash and race for the door with the package clasped in your 
hot little hand. Arriving home in great anticipation you slip the disk 
in the drive and boot up. Some hours later muttering black 
imprecations and tearing your hair out in handfuls you kick the cat 
and scowl at al) those around you. 

You curse the impulse that drove you to purchase that 
software and you even consider getting in touch with consumer 
affairs about false advertising. Let me make one thing clear - 1 am 
not accusing anyone of false advertising. The problem is what is not 
said in the product description rather than what is said. 

It isn't that the program is faulty it's just that so often it 
doesn't do what you want or expect. Many are moved lo speak out 
strongly and rightly so against pirating of software but al least those 
copies, though illegal, give you a chance to see if the program lives 
up to expectations and then, being an honest upright citizen, to 
decide to buy it. 

Quite frankly I firmly believe that if software could be tried 
out more easily before purchase there would be less pirating and 
more purchases. 

- George Kimpton 
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the tutorial is supposed to show 
me. System requirements are for 
Workbench 1 .2 or higher with 1 
meg of memory for Design 3D 
and a 512k minimum, but more 
preferred, for Modeler 3D. 

One point of interest here, I 
have a Fat Agnus and five Meg- 
bytes of memory, but Modeler 
told me I had insufficient 
memory for adding polygons on 
a number of inexplicable occa- 
sions. Maybe I was trying to do 
something stupid because it 
worked fine otherwise. 

Differences 

In terms of operating capabili- 
ties and procedures this is where 
tliey part company however, for 
beyond ihis point both programs 
can differ quite a lot. 

Design 3D supports only the 
VideoScape format for loading 
objects whereas Modeler 3D will 
load Aegis Draw and Sculpt 3 
and 4D files. Sculpt objects, 
when rendered in Design 3D end 
up with some uncoloured trian- 
gles due to a peculiarity of the 
program, This can be corrected 
^irly easily. 

Both save in VideoScape for- 
mat and in Aegix Draw format. 
Design 3D also allows for ex- 
porting to Professional Draw and 
Page probably under the guise of 
the Aegis Draw format, ft should 
be possible to use the program 
Interchange by Syndesis to allow 
the transfer of objects created in 
these programs to Sculpt and 
Turbo Silver. 

Orthographic Projection is the 
format for displaying the object 
under construction. The screens 
use different layouts and differ- 
ent means are provided to en- 
large or resize any of the three 
projection windows to full screen 
display in each program. 

Modeler makes use of multi- 
ple layers or clipboards to allow 



manipulation of objects or parts 
of objects. Selected polygons can 
be cut or copied to other layers, 
worked on and then brought 
back. In this way it is possible to 
move polygons around and 
change them even though Model- 
er tell.s you that you cannot. 

With Design 3D I'm afraid 
you only have one screen and a 
somewhat clumsy means of se- 
lecting polygons which limits 
your manipulation of anything. 
As with most of these programs 
points must be laid down in two 
of the three windows to fix them. 
Each uses a different method of 
laying down points and setting 
planes of constructed objects. 

Design 3D will out guess you 
sometimes deciding for itself 
where the points should be in the 
second window. Points or ver- 
tices as they are called can be re- 
selected by various means, singu- 
larly or in groups, and moved to 
new locations. 

By this means you can move 
polygons in Design 3D but Mod- 
eler polygons remain attached by 
stretched bands to the original 
location giving an extrusion ef- 
fect. 

Solids 

Creating solids is different in 
both programs. Modeler allows 
you to create polygons which can 
then be locked together. These 
shapes can then be mirrored to 
create a solid. Also, Modeler al- 
lows you to create a base plane 
which can then be extruded. The 
alternative Is to create a template 
if an object is symmetrical and 
lathe it. 

Design 3D on the other band 
allows spinning of polygons for 
symmetrical shapes or allows 
you to create both ends of an ob- 
ject and then automatically join 
them to make a solid. However 
this only works if the two ends 



have an identical number of 
sides and points. These solids 
can then be distorted or reshaped 
by selecting points and moving 
them or the whole polygon. 

Modeler does not allow the 
drawing of lines to join existing 
planar objects to make solids. 
The construction techniques of 
both programs are one of the ma- 
jor differences. It is a pity that 
these different methods are not 
combined in both programs giv- 
ing us the best of both worlds. 

The rendered 3D display is 
part of the main screen in Design 
3D. Modeler initially provides a 
large overlay screen display 
which can be sized and left in 
the lower right corner of the 
screen while work goes on else- 
where. 

One thing I found very con- 
fusing was to mentally try to 
come to grips with the axis of a 
rendering object in the 3D win- 
dow for Design 3D. Just when 
you thought you were looking at 
the rendering from one direction 
it would suddenly become obvi- 
ous that you were viewing it 
from the opposite direction. 

Confusion can reign in Model- 
er too in the 3D window as it 
displays only the selected side of 
the object being viewed to save 
on memory usage. This means if 
you happen to be looking at the 
back of a face you will see blank 
screen instead of that face. That 
face can only be seen when you 
are looking at the selected side. 

Changing of the viewing axis 
of the rendered object is done by 
cursor movement in the 3D win- 
dow in both cases. The screen re- 
freshes showing the new axis 
perspective. 

Drawing Tools 

The approach to drawing or 
constructing objects is very dif- 
ferent in each program. Design 
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3D uses the familiar icon tool 
bars on each side of the screen 
similar to those used in drawing 
programs. It is relatively easy to 
become Tamiliar with the uses of 
each tool. Colours and line types 
are selectable but the means of 
manipulation is limited compared 
to standard drawing programs. 
However it is very easy to start 
building up an object including 
3D text. 

Modeler on the other hand, 
while using a single simplified 
tool bar, constructs by points and 
polygons and using puil down 
menu items follows a reasonably 
complex ritual to create and 
move points or polygons. 

These routines require a little 
thinking and understanding to 
come to grips with but on the 
whole 1 found Modeler a better 
program to work with. A limited 
range of solid objects is 
available through menu selection 
in Modeler. Admittedly it does 
not have freehand drawing or ar- 
cs, stretch boxes and circles but I 
found myself more at home with 
it than Design 3D. 

Maybe it's because J have 
been working with Sculpt 4D 
lately and maybe anyone who us- 
es DPaint frequently will be 
more at home with Design be- 
cause of its format. Modeler 
seems to sidestep the familiar 
drawing tools considering them 
unnecessary frills as we are real- 
ly concerned with solid modeling 
here, not pretty pictures. 

One thing particularly no- 
ticeable is that Design has text 
facilities and a basic font editor 
whereas Modeler does not have 
any provision for text. The font 
provided however is of a pretty 
basic format. 

Lighting and shading of faces 
is possible only in Design 3D 
where you have some control 
over the selection and placing of 



lights. Shading in Modeler is 
left to when the object is import- 
ed into VideoScape. 

Animation is provided for in 
both programs. Design 3D uses a 
text file to produce simple move- 
ment. Practically no instruction 
is given in how to do it though, 
just short examples and a few 
lines in the manual as an af- 
terthought. Modeler does devote 
a few pages to the subject but 
generally the impression is: 
leave it to VideoScape 3D for an- 
imation. 

Conclusion 

Both programs will have their 
uses in constructing third party 



objects for VideoScape 3D, 
Sculpt Animate 3 or 4D and Tur- 
bo Silver. Cost wise they are a 
good introduction for beginners 
but you only get what you pay 
for. 

The serious modeler must 
look to Sculpt or Turbo Silver for 
really top class modeling of 3D 
objects. Both these programs 
have superior construction tech- 
niques available combining the 
best of both Design 3D and Mod- 
eler 3D, 

Before buying cither Design 
3D or Modeler try and get a test 
run to see which construction 
method you prefer, otherwise you 
may end up kicking the cat. Q 



Comparison TabEe / Feature List 




DesignSD 


ModelerSD 


Memory Requirements 


1 Meg minimum 


512 k (morepref) 


Workbench 


1 .2 or more 


1.2 or more 


Manual 


Skimpy 


Detailed, easy reading 


Tutorials 


Poor 


Good 


Display - Orthographic 


3 windows + 3D 


Multiplane + 3D 


Working Area 


3 Windows 


8 Plane + 


Icon Tools 


Colour flood fill 




. 


Freehand drawing 


Curve Tool 




Rotate 3D Display 






Display 3D Solid 






Draw Rectangle 


Add Polygon 




Draw Circle/Ellipse j 




Draw Arc 


* 




Clone 


" 




Spin 






Connect 






Text 






Point Select 


Point Mode 




Polygon Select 


Polygon Mode 




Object Select 






New Otsject 






Nodes 






Grid 


Voiume Select 
Cut 
Delete 
Move Points 
Move Display 
Undo, cut, copy 
Lock Plane, scale 
Co-ordinates 
Layer Gadget 


Ottier Tools ( Menu ) 




Lathe, rotate 






Extrude, transiate 
Mirror, merge points 
Flip, remap, quantise 
Merge, array. Sphere 
Piane, Box, Tubs 
Set point, set ooiour 
Split, merge, flip 
Merge distance, etc. 
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Pushing 
Postscript 



If your Postscript printer 

is acting up, or you need 

to extract that additional 

ounce of power, it could 

be time to learn the 

language that makes 

your laser tick. 

>■ For quite some lime after I received 
my AST TurboLaser Postscript printer, 
I was under the impression that it was a 
bit flaky, in that sometimes it just 
wouldn't print the Postscript files I sent 
to it, either via a Desktop JPuhLishing 
program or via the serial port. In this 
respect it was the same as an Apple 
LaserWriter 1 liad been using from time 
to time, and 1 was resigned to Postscript 
printers being unreliable. 

I'd asked everyone I could find 
who might iiavc a clue whether I was 
doing something wrong and neither 
techies nor hardware gurus nor cus- 
tomer support anywhere could help 
me out. Uotil... 

One day in about the Tth sub- 
director)' of some disk from some- 
where 1 discovered an article on the 
Amiga and Postscript by Bryce Nes- 
bitt, one of the original Amiga gurus, 
and he addressed and solved this 
very problem, for which I am eternal- 
ly grateful, as will other 
Amiga/Postscript users wlio read this 
article. 

rn cannibaiise his article here, 
with all due respect, relating to this 
particular problem of reliability and 
add what I've found out as well by 
experience and from other sources 
mentioned at the conclusion of this 
article. 



What is Postscript? 

At this point, anyone interested in 
finding out more about Postscript 
could have a look at the article on 
"Postscript Programming" in 

Megadisc 17, and also at the bunch of 
articles on DTP in Megadisc 1 1. 

But in brief: except in the "Diablo 
Emulation" mode, the LaserWriter, 
the QMS PS-800 and other similar 
PostScript laser printers understand 
only their built-in native language, 
PostScript, developed by Adobe Sys- 
tems of Palo Alto, California as a 
page-description language with many 
powerful built-in graphics functions. 

PostScript is similar in some 
ways to Forth, so that Forth fanatics 
should have an easy time learning it. 
PostScript programs are straight 
ASCII text written with almost any 
word processing program and sent 
over a simple serial line to the Laser- 
Writer. 

Entire program files or procedures 
can also be sent as individual lines of 
text in PRINT statements from Basic 
or almost any language. Normally 
you have a program such as "Profes- 
sional Page" which is designed as a 
"front end" for easy manipulation of 
pages which are then sent to the 
printer and interpreted within it ac- 
cording to the procedures of 
Postscript. 

You can also go into "interactive" 
mode with Postscript as mentioned 
below, which requires that you run a 
"communications" program for ex- 
change of information over the serial 
cable. Using a text editor (like Ed in 
the CLI), you can devise a program 
land then send it in one hit to the 
printer. 



Sorting Out Baud Rates and 
Options 

The problem of talking to a 
Postscript laser printer (referred to as 
a "laser" from now on) revolves 
around the concept of "handshaking". 
This simply means bow the computer 
and the printer acknowledge each oth- 
er. Now most lasers are set up for the 
standard IBM computer/printer set- 
up, and it doesn't necessarily suit the 
Amiga. 

Your first step is to find out your 
current set-up, and this should be 
available on the test page that most 
postscript printers output whenever 
you turn them on. For example, my 
AST's test page shows the variety of 
fonts available, some grey-scale 
strips, the Postscript Version Num- 
ber, and most importandy here, the 
"Interface". 

In the case of my printer, now 
that I have made the changes men- 
tioned in this article, it says: 

9pifi: 

Batch, Serlai, 9600 Baud, Option 

25 pin: 

Batch, Serial, 19200 Baud, Option 

You can also prepare a Postscript 
program which will ask the printer 
about the baud rate and option and 
print it out for you. Using a text edi- 
tor such as "ed" or "notepad", prepare 
the following PostScript program: 

/Helvetica tindtont 20 scalefont set- 
font 

40 200 moveto 

statusdict begin 
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25 scxjbatch 

{The Options number is ) show 

1 string cvs show 

{. The baud rate is ) show 

1 string cvs show 

{.) show 

end 

showpage 

From the CLI, copy this text file 
to the serial port with a command 
such as "copy textfile ser:". The print- 
er should print a sheet of paper. If 
notMng seems to happen after 30 sec- 
onds, cycle the power to the printer, 
wait, and try again. 

The output should look like this: 

The Options number is 0. 
The baud rate is 9600. 

What Those Options Mean 

If your Option number is in the 
range of 0-3, you probahly are ok. If 
it is in the range of 4-7, you definitely 
have a problem, and must make a 
change for reliable operation with the 
Amiga. The Options ctm be interpret- 
ed as foUows: 

or 4 Ignore parity 

1 or 5 Check for Odd parity 

2 or 6 Check tor Even parity 

3 or 7 No parity 

Codes 0-3 specify Xon/Xoff hand- 
shake. Codes from 4-7 indicate 
"DTR" handshake (DTR goes low 
when the printer's buffer is full). For 
use with the Amiga, you should 
specify mode = 0. Higher numbers 
may be used by some printers, but 
should be the correct setting for the 
Amiga. Originally my printer was set 
up for Option 4, and that's why it 
was temperamental. 

Steps for Changing Your 
Options and Baud Rate 

All PostScript implementations 
version 38 and above allow the 25 pin 
RS232 channel to be reprogrammed 
to a different baud rate and hand- 



shaking. The "9600" switch setting 
and Options can both be affected by 
the reprograniming. 

Note that some people do use the 
Parallel Port for talking to their laser 
printer and it works fine. Com- 
modore (via Bryce Nesbitt) does rec- 
ommend using the serial port howev- 
er, simply because each device can 
talk more easily to each other. 

In order to change to 19200 baud 
(twice as fast and better) and Option 
do the following: 

1. Set the Amiga's serial baud rate 
to 1200 using Preferences and turn 
the printer switch to 1200. 

2. Create the following file in a 
text editor and save it as, say, 
LASER_ 19200^0 

sen/erdict begin 0000 exitserver 

statusdict begin 

25 19200 setsccbatch 

end 

3. Send it to your laser printer fay 
entering in the CLI, for example: 
COPY LASER_19200_0 SER: This 
will permanently change the baud rate 
and options (until you do it again, 
that is) to 19200 Baud and Option 0. 

4. Wait at least one minute for the 
printer to time out and then go idle. 
On the Apple LaserWriter the amber 
light on the side panel will stop 
flashing when the printer is idle; on 
the AST TurboLaser there will no 
longer be a flasihing "6". 

5. Reset your Amiga's baud rate, 
again using Preferences, and turn the 
printer switch to 9600. 

You don't want to perfomi this 
operation very often. What the above 
procedure does is to change a couple 
of numbers held in a special kind of 
memory called an EEROM (Electri- 
cally Erasable Read Only Memory) 
built into the printer which holds all 
the "persistent parameters" used by 
the printer. 

These parameters include baud 
rate of the 25 pin RS232 connector, 



handshaking, default paper si/ce, 
printer "Name", password (when 
used in a networking system) and oth- 
ers. 

Each memory location in the 
EEROM can be written to only about 
5000 times (although it can be read 
trom Lndefioitely), so frequent 
changes (ie. writing to the EEROM) 
may hasten EEROM failure some- 
where down the road. 

Getting Interactive with 
Postscript 

Copying files to SER: is a limited 
way of talking to the printer. If you 
wish to experiment with PostScript, it 
is much better to use PostScript's IN- 
TERACTIVE MODE. Any terminal 
emulator or modem program should 
work for this. 

Set the baud rate, parity and stop 
bit settings to match those of the 
printer, then follow the instructions: 

Type one CTRL-D to the printer 
(hold "CTRL" and press "D", ie, '^D). 
This will end any current job the 
printer is working on. 

Next type the word "executive" 
followed by a RETURN. If all works 
well you will be in PostScript's inter- 
active mode, and should see an ap- 
propriate copyright message. To read 
out the current settings, type the fol- 
lowing: 

executive 

PostScript(r) Version 47.0 

Copyright (c) 1984, '85, '86, '37 

Adobe Systems Inc. 

Copyright (c) 1981 Linotype All 

Rights Reserved. 

PS> 

PS>statusdict begin 

PS> 

PS>25 sccbatch 

PS>= 

;<- mode byte 

PS>= 

9600 ;<- baud rate 

PS> 

PS>end • 
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PS>quit 

This sequence prints out the Op- 
lions and baud rate as did tlie pro- 
gram listed previously. 

What it Means 

The "statusdict begin" informs 
Postscript you wish to access func- 
tions from the special status dictio- 
nary. The "25 sccbatch" line first 
pushes the number 25 on the stack, 
then executes "sccbatch" (25 is a pa- 
rameter to sccbatch, indicating you 
want information about the 25 pin 
RS-232port). Sccbatch will leave two 
numbers on the stack. 

The topmost will be the serial 
mode byte, the next will be the baud 
rate. The "=" command reads the top 
number from the stack and prints it to 
your terminal. In this case, the printer 
was contigiired for mode and a 



baud rate of 9600. 

Typing CTRL-T at any time will 
produce a status report from the 
printer. CTRL-C will abort any cur- 
rently executing job. 

Note that while you're in interac- 
tive mode you can upload (send to the 
printer) a previously prepared 
Postscript text file using the ASCII 
SEND feature of the communications 
program. See more on this in the 
"Postscript Cookbook" mentioned be- 
low. 

To leave Intereative mode at any 
time, use the command QUIT as 
shown in the listing above. 

Above all, experiment! 

Further References 

Adobe Systems, Inc. 
PostScript Language Reference Man- 
ual. Addis on- Wesley, Reading, 
Mass., 1985. Adobe Systems, Inc. 
PostScript Language Tutorial and 
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Cookbook. Addison-Wesley, Read- 
ing, Mass., 1985. 

PostScript is a registered trademark of 
Adobe Systems, Inc. 

A gentleman called S. Anthony 
who runs S. Anthony Studios has 
been responsible for a number of very 
useful Postscript-related programs for 
the Amiga, including "Laser_Up", 
"Laser_Print", "LascrPlot" and 
more. He also includes a lot of tutori- 
al material in his documentation and 
if you're interested in Postscript and 
the Amiga, get more info from: 
889 De Haro St 

San Francisco, CA 94107 USA. 
Technical Help: (415) 8266193. 
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Fix Disk 

If Disk Doctor and Disk Salv can't nscover your disk 
then Fix Disk probably can. The best disk repair 
available. 



I\/ISH 

A MS-DOS disk reader and formatter. Why buy Cross- 
DOS when you can have this utility for a fraction of the 
price? Transfer files to and from MS-DOS disks. 
Probably the best PD program we have seen in a while. 



Fast DJsIc 

Reduce head movement, boot-up, validation and load 

ing times by 50%. A very handy util 

ity! 



Prime Artifax 



File System 

This program list all the information 
about the device available to Amiga- 
DOS, that is, the disk drives, Tt displays 
the various characteristics about the 
drive such as its geometry and (he 
memory it is currently using. 

Where Is? 

Searches through your entire drive and 
locates the specified file name. 



TrackSaive 

CLI control over various aspects of 
your disk drives. 

• A software NO CLICK feamre 

• Read Only simulation - just as if you 
had made the diskette write-protected. 

• Track Salvage - allows reading t)f those tracks which 
AmigaDOS would have given up on long ago. 

■ Constant validation facility. 

• Other low level controls of your floppy drives. 

Pop info 

An iconified INFO screen available from the Work- 
Bench. 



DISK 




MRBackup 

Backup and restoration utility for your 
hard disk, supports multiple levels of 
compression, you should not be without 
this one if you have any important infor 
mation on your harddrive. 

Sysinfo 

A benchmark and general information 
screen that rates your computer versus 
the various Amiga models with and with 
out GVP accelerator boards. 

Disk Talk 

A cute litdc hack that plays an IFF sound 
sample when a diskette is inserted or 
ejected. Comes with samples. 

Dos Error 

A Database of the various AmigaDOS er- 
ror codes so now you can actually know 
what error 223 means! 



FlleMaster 

A full-featured track and sector editor 
with in-RAM editing facility. 



And Much More!! 
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My Menu 

Add your ovm menu options to the Work- 
Bench pull-down menu, 

DU5 

Makes the CLI almost obsolete, a file utility' 
program that will make you wonder how you 
ever did without it. 



AMIGA DOS UTILITIES V.2 ORDER FORM 

Send cheque or money order made out to F^imc Artifax, or use your credit card. 

. Day Phone: 



Zippy 

A quick easy to use file copying system. 



I Name: 

Address: 

I Post Code: Credit Card (tick) VISA O M/C O B/C O 

Number: □□□□ UrUU DUUU UOdQ Exp: □□/QQ 

Signature: 

OR BY PHONE: (02) 879 7455 

POST TO: Prime Artifax,P.O. Box 288, Gladcsvilk 

(Allow $3.20 for postage air mail wliere possible. N.T, W.A. and S.A. are $5, 

O/night courier Sydeny Metro S4.95, outside Metro $8.50) 
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Contributors 



>■ Professional Amiga User mag- 
azine is fully desktop published by 
people who use the Amiga profes- 
sionally every day. However, we 
are not experts at everything! 
Your coniributions are welcome. 

We would prefer to hear from 
others like ourselves who can 
share real hands-on experience in 
using the Amiga commercially. Of 
course, if you're an avid home us- 
er with a special skill at using a 
particular software package, you 
are also qualified to write. 

We can accept material via 
modem - this is the preferred 
method. You can also send in a 
disk containing a clean ASCII text 
file - that is, one without any spe- 
cial formatting. Pictures, screen- 
grabs or illustrations should be in- 
cluded separately and clearly la- 
belled. The most important thing 
to include is your day time tele- 



phone number. 

If you're not sure of Ihe style 
of writing, try reading articles by 
Other regular contributors and 
adopt a similar style and ap- 
proach. Keep in mind, most of our 
readers are endeavouring to push 
the Amiga to its limits. 

They need to know how to get 
more out of package, how to over- 
come limitations and find new 
ways to create end product more 
efliciently. Product reviews 
should be coordinated with the ed- 
itorial office. Materials received 
may not be retumed. Do not send 
us your original. We arc unable to 
reply to every contribution. To 
find out if your material has been 
accepted, please contact us by 
telephone. 

For more information contact 
the editors on (02) 879 7455 or 
FAX (02) 8 16 4714. □ 
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NERIKI GENLOCK 

It works with the Amiga - not in it! 






That has a lot of advantages, no expansion slots 
are wasted, no added load on the power supply and none 
of the keytoard commands that have to be used with 
internal genlocks. But the real advantages are in per- 
formance. The Neriki genlock meets broadcast stan- 
dards. It encodes at 5.5mHz and delivers full 625 line 
resolution. Even third generation tapes are broadcast 
quality. Jit works with any Amiga computer and all 



Amiga text, graphics, paint and animation software. It 
genlocks to any video source - studio reference, black 
burst, camera, TBC and suitable video tape source in 
any format, including SHVS - and puts out high qual- 
ity composite or RGB video for quality, flawless pro- 
ductions. 

Simple and instant front panel controls with effect 
key, key invert, and dissolve. 



Supplied with a full one year warranty. 

NERIKI - AUSTRALIAN MADE QUALITY PRODUCTS 

6 Hawthorne Place, Orange NSW Telephone (063) 62 9901 Fax (063) 62 8675 

Designed and Manufactured by Fordray Manufacturing 



DELUXE CREATIVITY SERIES 




The EXCITEMENT you expect from your Amiga 
The QUALITY you expect from ECP/Electronic Arts 
The PRICE? you won't believe it! 



$99.95 



Available from leading computer stores 

Dealer enquiries contact 
Entertainment and Computer Products 
Pti: (075> 963 488 Fax: (075) 963 512 



ELECTRONIC ARTS' 






EXPRESS YOURSELF 
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Australian Amiga users are taking to AMOS like a^dyek to water. 
Never in the brief history of the Amiga has a programming 
language created such a ground swell of interest as AMOS. 
People who had not given a second thought to writing their 
own programs hcforc hiwe been amazed fay the powerful aitay 
of commands in AMOS and by how simple they are to «se. 

With AMOS, you have M control of the Amigas hardware. 
There is no better, or easier to use language for music, 
graphics, sound or animation. Whether you're a complete 
novice or an experienced programmer, AMOS gives you the 
potential to create the game of your dreams. 



AMOS is not, however, just foi^games. It has sophisticated 
data handling, M control over- Input/Output ports, 
comprehensive mathematical functions and amazing logic 
controls. Using AMOS yow can develop a database, structure a 
spreadsheet, work on a viard processor or just cut loose and 
create the mega shoot-em-tip to end all mega shoot-em-ups. 

FuD technical support is available through Pactronics to 
registered users, and for that special help, the Australian 
AMOS Users Club has been formed as a common forum to aid j j 
development of AMOS Programs. , 



TECHHICfiL SUPPORT FROM PACTRONICS mS FROM fim AUSTRflllAN iSMOS VSEm CLUB IS ONLY AVAILfiBLE 
TO REGISTESED MEMBERS. PtEfiSE CHEC? INSIDE THE PACKfiGE FOR A REGISTRATION FORM PRIOR TO POROIflSE. 



Available Frorn: 

Computer Spot (All Branches) Grace 
Bros,, Myer, Harvey Norman, Harris 
Scarte, Maxwells Office Equipment, 
m6\ Mouse Computers and ail good 
computer ret^lers:- 



Pactronic 



"The user friendly company" 



For your nearest retailer please contact: 

N.S.W.; Psrtrsn^cs Ply Lid, 98 Carnarran Steei. SilWfTOter(02) 7je 4700 
KICTOmA: PiCi-cnics Pty LM, 51-55 Jshnston SliEBl, Filirof (031 413 J64J 
QUEEtlSLflND: Fattronics Ply Ltd, 12 SlraUm St. Ntwsteai* 4DC6 1071 864 1982 
SOUTH AUSTRAliA: Conlacl N.SW. or WBrU DffJCE 

WiSIEBHflUSTRALWlPactroniK Unit 13, 113 High Htl, Willetoo6156 (09) 354 112! 
MSMANIA: ESP Mjiketirp. 52 Elptlinslme M. Ml Sluart 700(1 [0021 76 1M6 
NEW ZEAIAND: Mm Dealer NZ Ltd., 60 Tcraliaii Orwe, Palupanga, Aucklmd. 274 075i 



